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FOREWORD 


it's a real pleasure to sit down with a game that demands 
more out of the player as they progress farther and 
farther into it. А game that smacks an inexperienced 
player upside the head with challenges and setbacks 
until you finally understand what you need to be doing 
and surpass the obstacles set before you, only to run 
into another obstacle and surpass it, until you finally 
reach the end. But then it turns out you only scratched 
the surface, and everything you learned will be put to 


the real test the next time you play. 


Since its creation, PlatinumGames has repeatedly 
delivered such titles that challenge players on every 
level. Its entire catalog of games is filled with some of 
the most demanding games in the industry today, and 
it has been a real privilege to sit down with their latest 
creation and get my rear handed to me until | got it 
right. The Wonderful 101 is Platinum doing what it 
has done best for years. They have crafted an amazing 
action game that revels in being an action game. It is 
unashamed to be what it is, and expects you to keep 


up with it. 





INTRODUCTION 


This guide will teach you all of the basics and how they are best employed against the enemy. It will show you 


where all the hidden items are, and it will tell you what to expect and how to comprehensively defeat the Guild 
of Evil Aliens Terrorizing Humans with Jiggawatt bombs, Energy beams, Ray guns, and Killer lasers (GEATHJERK). 
So long as you keep justice and peace in your hearts, the Jerks will never succeed. After all, "The impossible is 
possible when you're Wonderful, baby!" 


—Alexander Musa 
(Wonder-Strategy Guide Author) 
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AND ON ANOTHER DAY LIKE 
THAT ONE DAY 20 YEARS AGO... 


The galaxy is a big place. Every star in it represents an opportunity for life to perhaps find a way 





to evolve, become a civilization, rise and fall, or reach for the stars to expand their influence. In a 
relatively short period of time, the humans of Earth have managed to become the dominant species of 
our insignificant blue marble, and BLAH BLAH BLAH BLAH. 


GEATHJERK (Guild of Evil Aliens Terrorizing Humans with liggawatt bombs, Energy beams, Ray guns, 
and Killer lasers) appeared in the skies over our world at some point in our happy, ignorant future. The 
results were devastating. Humanity spent years getting its hiney kicked up and down the battlefield, 
and kicked up once more for good measure. It was a time of sacrifice. It was a time for heroes. 
Somehow, the Jerks were beaten back, but as we all know in life, a minor setback like losing a war that 
you really should have won (seriously guys, come on) is not enough to keep a good and persistent Jerk 
down. Twenty years ago, the GEATHJERK returned, and thus began Earth Defense War 2. 


This time, humanity was ready. An army consisting of every nation on the globe had been formed. 
The CENTINELS organization was established, and through the brilliant inventions of Professor 
Shirogane, they created а new breed of soldier, 100 to be exact, who would go on to be the greatest 
heroes the world had ever seen. They would be known as the Wonderful One-Double-Oh. Living 
among the populace anonymously, when the call went out, the Wonderful Ones responded. After 
great sacrifice, humanity once again triumphed. But even this is not enough to stop the GEATHJERK 
Federation. And so, 20 years after their second surprise defeat, the alien invaders appear once again 


in the skies over our cities, and once again the Wonderful Ones are our only hope. 


ША “АЕ АР n C Pe v d Ar. 





| 
a ài SE иы S e a * soo 
















WHAT IS THE WONDERFUL ТОТ? 


The Wonderful 101 is an action game that isn't quite like other games within the 
same genre. But it does share many traits of games that have come from the 
PlatinumGames stable. People who have played other character action games, 
particularly from Platinum, will feel right at home. 


Placing you in control of a large group of superheroes, your job is to 
quide them through the various Operations to save the planet from GEATHIERK, 
bolstering your numbers with recruited civilians or with other Wonderful Ones 
from around the world. Using their fellow teammates as "building blocks," 
every Wonderful One is capable of using the awesome Unite Morph ability 
to create massive and powerful weapons to dole out the punishment to the 
invading GEATHIERK forces. 


As you play through the game, you will unlock new abilities and be able | 


to purchase enhancements between missions with the points you earn based 
on your performance. The better you do, the more points you earn and the 
faster you can purchase all the upgrades. Additionally, every Operation in the 
game has several ranked battles that contribute to your final score for the 
whole Operation, which can further increase how many points you earn for 
upgrades. 


In that sense, The Wonderful 101 is a game that wants you to keep 
getting better at it. Every difficulty level is designed to have you take your 
knowledge and skills into the next difficulty setting. The primary difference 
between the various difficulties is that the higher you go, the fewer mistakes 
you can make before you end up on the continue screen. 





STARTING OUT: 


WHAT DIFFICULTY IS RIGHT FOR YOU? 


When you first load up the game, there are three difficulty settings available to you: Very Easy, Easy, and Normal. If you beat the game on Normal, you unlock the 
Hard difficulty, and should you manage to defeat the GEATHJERK on Hard, 101% Hard waits to crush your hopes for a better future, and possibly your confidence 


in your own skills, 


VERY EASY AND EASY 


Enemies do less damage to you by a large degree on these settings, which 
can give people who are just trying to enjoy the story a chance to play through 
the game with comparatively little stress. You can make plenty of mistakes, 
and enemy health levels are lower. This is actually an excellent difficulty to 
practice on, as outside of enemy stats, every rated battle has the same sets of 
enemies as those that appear on the Normal difficulty setting. These settings 
are great for people who want to bone up өп their skills before challenging 
Normal mode. Note that you cannot fully complete ail of the missions in the 
game by playing on Very Easy and Easy. The Kahkoo-regah secret missionis 
can only be challenged on Normal, Hard, and 101% Hard. 


NORMAL 


The standard difficulty for the game, and one of the difficulties this guide 
focuses on. Normal uses all of the same sets of enemies for all of the rated 
battles that the Easy and Very Easy settings do. However, the price for every 
mistake is ramped up significantly, and the enemies will require more effort 
to defeat. Normal will reinforce the importance of evading or blocking enemy 
attacks while keeping up your own offensive, which makes it the perfect primer 
for Hard mode. Additionally, you can take the time to purchase all of the 
abilities and find all of the hidden items on this difficulty (or the easier settings 


if you prefer), which will allow you to concentrate entirely on the combat in later 
difficulty modes and will not affect your time ratings on the scoring system. 


HARD 

Оп this setting, the enemies do significantly more damage while also enjoying 
a considerable increase in their health totals. However, the biggest change 
comes in the form of altering the sets of enemies you'll face in the vast majority 
of the ranked battles throughout every Operation. As early as the Prologue, 
you'll encounter enemies and variants of enemies typically introduced later in 
the story. Some encounters that previously felt like a cakewalk are now close- 
quarters nightmares. Hard mode is a test to see if you were paying attention 
in class on earlier settings. 


101% HARD 


The greatest challenge offered in the game, 101% Hard uses the same enemy 
sets that Hard mode does but further increases how much damage they can 
sustain while still reducing just how much you can take. The biggest change, 
however, is the removal of the time-dilation effect while inputting commands for 
your Unite Morph special attacks. This means that the game will be running at 
full speed unless you use special customizations that slow down time, making 
going on the offensive a much more frantic affair. 





BASIC GAME FLOW 


The game has 11 separate Operations (including the Prologue and Epilogue). 
Within each of these Operations are missions that are graded based on three 
factors: time, combo, and damage taken. The 9 main Operations of the game 
are divided into multiple parts, the last of which is the boss battle. In between 
Operation sections, you're given a chance to visit the Wonderful Mart to buy 
upgrades to your team's abilities. 


Ideally on your first playthrough of the game on Normal Моде, you will 
complete all the missions (including the secret Kahkoo-regah missions), find 
all of the heroes hidden throughout the levels, and grab all of the hidden 
collectibles. You're prabably not going to get the Pure Platinum ranking your 
frst time through. This is okay! Save it for your later run-throughs of the game. 


After you finish the game at least once and have filled out the roster 
for all of the Wonderful Ones in the game that are not unlocked by completing 
certain Bottlecap Collection achievements, you can start focusing on obtaining 
the Pure Platinum ranks on the Normal difficulty, or you can move onto the 
more challenging Hard mode. Additionally, once you have played through all 
the hidden Kahkoo-regah secret missions on the Normal difficulty, you will 
unlock Operation 101, which is a thorough test of your skills acquired over the 
course of the game. 


After completing Hard mode, 101% Hard Mode becomes available for 
you to challenge. This is the game at its peak difficulty, demanding players be 
at their best if they want to score the highest rank possible on every mission. 
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CENTINELS BASIC TRAINING 





MANUAL 


To surpass the greatest challenges The Wonderful 101 has to offer, you have to know what you're capable of at all times so that with practice you can responc 
correctly to any given situation. The basic controls are described after the diagram below. The Wonderful 101 uses the Wii U GamePad as its primary interface, but 
the game can be played with the Wii U Pro Controller, which is also а necessity for additional players to enjoy the multiplayer missions. The following controls are the 
default settings; however, there are options in-game to change the contro! settings. 


Camera Control 


т 
Zoom Out ЖЕНЕ“ | 
Li 


Leader Co пто ® = 


= ЖЕР Әз: | 
Leader Select Screen Б aa 


Мет Select+ dd 


Use Нет (Hold) + 


Switch display between 
TY and WI Û GamePad 





Moving your team of heroes around always occurs at a brisk run. Whomever 
you have selected as the group leader will generally be at the front of the pack. 
Be careful while running, as being out in front means you re out in the open 
and vulnerable to all kinds of attacks. Whenever your team is attacked, you 
don't actually take damage unless the leader takes a direct hit. There are ways 
to minimize the risk to your leader that we'll go into later. 


Camera Control 
Га = GD Wonder-Liner 
m ۵ Units Morph 
| BET 
| @ Dash/Join up | 
| © Team Attack | 





While running, tapping the Dash button causes you to dash, trailing a rainbow 
behind you as you enjoy a fairly large boost in speed. You'll be in Dash mode 
until you stop moving, so you don't have to hold down the Dash button. 
Dashing lets you make longer jumps and allows you to get your leader into 
position faster to attack the enemy from a vulnerable angle; however, just 
as with running, it puts your leader so far ahead of the pack that they are 
vulnerable to incoming attacks. 


UNITE SPRING 


ТІГЕ 





One of the abilities available from purchase at the Wonderful Mart is Unite Spring, 
and it gets a dedicated trigger button on the GamePad. Unite Spring is one of 
the most important abilities you'll get in the entire game, allowing you to evade 
around or over any attacks this ability can clear. It provides a very brief window 
of temporary invincibility and can be upgraded in a variety of ways to help keep 
you safe. You definitely don't want to get this particular trigger button mixed up 
with the button for Unite Guts. See page 37 for more details on this Unite Morph. 





PRIMER 
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UNITE GUTS 
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The other crucial ability is Unite Guts; it, too, has a button dedicated to 
its use and is available for purchase at the start of the game. Acting as a 
defensive shield, Unite Guts can block many enemy attacks; in fact, you will 
use this in many boss battles, so know where this button is and be able to 
use it immediately, You don't want to get Unite Guts and Unite Spring mixed 
up, particularly on higher difficulty settings! See page 36 for more details on 
this Unite Morph. 


You can send the Wonder-Liner out 
with the Right Stick or you can draw it 
more precisely with the touch screen. 
Sending out your team in single file, the 
Wonder-Liner is a versatile tool. You can: 


DIETO t Utd 
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a П 
E 900023230 
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Draw commands that will trigger specific Unite Morph attacks. 
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UNITE TOMBSTONE 
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Pressing the Unite Guts and Unite Spring buttons simultaneously activates the 
Unite Tombstone ability (after you purchase it from the Wonderful Mart). See 
page 38 for more details on this Unite Могрп. 








Pick up enemies after they've been knocked down, or even pick up 
abandoned vehicles. 
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Allow you to Recruit civilians, Wonderful Ones, and GEATHIERK 
infantry (Dough-Goo and Chew Dough-Goo) to join your team. 





Restore destroyed bridges or flower gardens or recover items 
hidden inside buildings or structures you can't access normally. 
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4%: 


The Wonder-Liner is also used in events during cutscenes or boss battles, 
where you're expected to draw a specific shape in order to successfully 





complete the event. During these moments. you have a limited amount of time 


to get it right. 








Jumping will help you get to high ledges or help you continue combos after you 
have launched an opponent. It's also possible to doubie-jump, and combined 
with certain attacks, you can reach great heights. 


JOIN UP 
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On the default settings, holding down the Dash button will join the team aro und 
your leader while the group is at à standstill. You can also dash while joined up, 
but you will move a little slower being packed so tightly together. In addition, 
Join Up acts to cancel any Unite Morph commands you draw on the touch 
screen or the Right Stick. 


Join Up is actually an important tactical move to make during a fight. 
While running or dashing, the team of heroes tends to get stretched out, 
making the leader vulnerable. It also makes you work harder if a large attack 
suddenly knocks out the heroes who have lagged far behind, forcing you to 
cover more distance to pick up the fallen teammates to restore your combat 
potential. You can Join Up midjump to help the whole team Clear ап attack, and 
you can also tap the Join Up button to make sure there are bodies standing 
between the leader and an incoming ranged attack. 
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ТЕАМ АТТАСК 










The Team Attack sends your gathered Wonderful Ones and recruited civilians surging forward, causing light damage to enemies. M 
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lore importantly, the Team Attack 


will cause the heroes at the front of the charge to latch on to the stricken enemy (or at least, cause them to try) and execute the Climb Attack, where they will start 
attacking them with their weapon of choice. The Team Attack is one of the more important abilities in your arsenal. If you can get enough heroes clinging to an 
enemy, they can stun your target and make il vulnerable to any attacks that launch enemies skyward, Enemies with heroes clinging to them will take continuous 


damage that increases for every hero attached and will also take more damage overall from your other attacks. 


The other major function of the Team Attack |5 to trigger а Multi Unite Morph. When you draw a Unite 
Morph formation on the touch screen or with the Right Stick and then press the Team Attack button, 
a member of your team will use the indicated Unite Morph on any nearby enemies for а few seconds 
before the ability fades out, returning all involved heroes back ta the main group. Use this to extend 
your combos significantly, and її you want to reach the highest ratings for the greatest rewards, you 
will have to know how to use Multi Unite Morphs to boost your combo multipliers. Information on the 
Scoring System can be found on page 44. 


ИМШШШШШШЕШТЕ MORPH! 
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Depending on the ability you've triggered with the Wonder-Liner, the Unite Morph button will use the Wonderful Ones inside the Wonder-Liner as components for 
the Unite Morph. The game introduces you to Unite Hand and Unite Sword early on, but you gain access to more Unite Morphs as the story progresses. Check 


out the “CENTINELS Personne! Information” chapter, starting on page 22 for more detailed information 


on the various Unite Morph abilities at your disposal. 


You can use a Unite Morph alongside a Multi Unite Morph so long as you've got Wonderful Ones available in sufficient numbers to create a Unite Morph. 


This can lead to some extensive and crazy powerful combos, but you ll have to manage your troops we 
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Small-Size Unite Sword High-Powered Unite Sword 
Note that the Wonder-Liner's size corresponds to the size of the Unite Morph you're attempting to 
build. You need at least ten heroes for a Unite Morph to trigger, but Unite Morphs will grow in size and 
power the more people you have on your team. You decide if you want to use the whole team at once 
for a single Unite Morph or to switch between multiple Unite Morphs rapidly for extended combos. 
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il in order to make the most of this ability, 





If you do not have any allies available or are out 
of energy in the Unite Gauge, the Unite Morph 
button will trigger a basic attack with your chosen 
leader character. This is not a particularly 
powerful attack compared to a Unite Morph, but 
there will be times when it is necessary to use ог 
when it's the only thing you can use. 














SWITCH DISPLAY 


An interesting feature, the Switch Display lets you show the action from your 
TV on the GamePad's touch screen, while the radar that is normally displayed 
there is shown on the TV This can be useful if the TV isn't available, but it does 
have the side effect of showing gameplay sequences that take place on the 
GamePad screen on your TV instead. 


STATUS SCREEN 
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The Status screen is your multipurpose pause menu. It allows you to use your 
various items without fumbling for them in the middle of combat, switch between 
your various Custom Blocks, check out the collectibles or achievements you 
have unlocked, read information about all of your abilities, and even turn ой 
abilities that you don't want to accidentally trigger. This guide will go over all of 
this information in detail in later chapters. 


TOUCH SCREEN 


The GamePad touch screen typically shows your radar. Certain puzzles require 
you to draw very specific shapes on the touch screen. You can draw Unite 
Morph shapes on the radar display to set up attacks, and you can access 
your various food items in the middle of combat or even select which heroes 
you want to lead the creation of specific Unite Morphs. If you use the Switch 
Display button, the action on the TV screen will be displayed here. You will play 
certain sections of the game on the touch screen, and you'll have to move the 
GamePad around to change your camera angle in order to see where you're 


going. 


LEADER SELECT 


Pressing up on the +Control Pad will display the Leader Select screen on the 
touch screen. This function allows you to change who will lead a specific Unite 
Morph. Certain heroes that you unlock while playing the game have special 
effects added to their Unite Morph ability, or they might hit harder, 50 you may 
want them to be the leader of a Unite Morph over your default selection. 


SELECT ITEM/USE ITEM 


Pressing left or right on the +Control Pad lets you switch between your various 
usable items. The touch screen will show three at once, but you can scroll 
through your entire inventory. The йет at the center of the three on display is 
the one that will be used when you press and hold down on the Control Pad. 


THE CENTINELS COMBAT INFORMATION DISPLAY SYSTEM 


1. Currently Active Unite Morph: This icon will change based on which 
Unite Morph you currently have available on your selected leader. 


2. Total Number of Heroes: You begin the game with 20 heroes on 
your team, but this number can increase, both through recruiting 
temporary additions from the civilians you rescue or by reuniting 
with other Wonderful Ones. You need a minimum of 10 heroes to 
trigger a Unite Morph, and Unite Morphs become more powerful 
with more heroes. 


3. Vitality Gauge: This is a measurement of your entire team's health. 
Should it become depleted, the hero absorbing the final blow will 
have their CENTINEL suit destroyed, and you'll be forced to use a 
continue to stay in the fight! 


4 Unite Gauge: The Unite Gauge consists of ten segments that act as 
a measurement of eneray you have to dedicate toward your Unite 
Morph abilities, However, you only have access to five segments at 
the start of every Operation. Collect Wonderful Batteries to boost 
your gauge by one segment. However, certain situations may call 
for your team leader to authorize the use of Unlimited Form, which 
unlocks the full Unite Gauge immediately 
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Defeat all enemies! 


——— ل = 


5. Wonderful Battery Count: This tracks the number of Wonderful 
Batteries you've collected. Batteries come in different sizes, 
which are worth different amounts. It takes 20 Wonderful 
Batteries to gain one segment of Unite Gauge. 


6. Current Mission: This tells you what mission you are on in a given 
Üperation. 


7. Mission Objective: Your current objective for a given mission is 
always displayed here. 


8. O-Parts Count: Any time you collect O-Parts, this HUD element 
will appear, telling you your current O-Parts total. 


9. Combo Multiplier: With every attack landed, your Combo Multiplier 
will increase, So long as this HUD element is active during 
combat, you are gaining bonus O-Parts. 


10. Combo Point Total: This shows the current total points your 
combo is worth, before applying the Combo Multiplier. Bonus 
point notifications also scroll underneath the Combo Paint Total, 
showing off various bonuses that can be earned during combat. 
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ITEMS AND COLLECTIBLES 


As you play The Wonderful 101, you'll encounter a variety of items and collectibles throughout every Operation, all serving a variety of purposes. Some heal you, 
others help with fighting your enemies, and others still unlock new information about the heroes and villains of the game. 


ITEMS 
WONDERFUL NOODLE SOUP 


ITEMS NO.O0; 
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DESCRIPTION 


HOW ТЕСИҮІНЕЗЕКТЕ:.:; 


А standard size Wonderful Noodle Soup To Go, for those who need to restore 
a standard amount of health. 


Coming in three different sizes, the Wonderful Noodle Soup items are located in 
the field inside of destructible objects, recovered from enemies, or are rewards 
for rejuvenating flower beds throughout the world. These items immediately 
restore your health by an amount matching the size of the soup. The "to go" 
variety of noodle soup can be used at any time during a mission or from the 
status screen. 


This item comes in the following sizes: Small Wonderful Noodle Soup, 
Wonderful Noodle Soup, and Super Wonderful Noodle Soup. The Small Wonderful 
Noodle Soup То Go is the most common of all the soups. It restores so little 
health that it isn't as useful on later difficulties, where it can take many small 
soups to recover from a single hit. Have the larger sized soups on standby for 
immediate use during combat, and if they aren't available, go to the status 
screen and use the small soups. 


WONDERFUL CAKE 
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Refill your Unite Gauge and get your blood sugar up to dangerous levels, ай 
in one package 


Wonderful Cakes are some of the most important items in the game. Youll 
find them in the following varieties: Small Wonderful Cake, Wonderful Cake, and 
Super Wonderful Cake. As with the soups, there are To Go versions of the 
Cakes. 


Wonderful Cakes restore Unite Gauge. What makes them so awesome 
is their To Go versions, which you can use in the middle of combos to extend 
them. If you don't have enough Unite Gauge available to use your defensive 
Unite Morphs, scarf down a Wonderful Cake or two; you'll be able to detend and 


counterattack almost immediately. 
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WONDERFUL STEAK 
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ырым ЕТЕТШ ВЕТА... 


А good steak should make you feel invincible by the time you finish it. 


Wonderful Steaks are very rarely found in the wild. Typically they are rewards 
for locating all five Platinum Coins in a given Operation section, but they can be 


crafted using the Item Mixer in the status screen. 


Wonderful Steaks make you completely invulnerable to damage for a 
short period of time. However, using one of these items PERMANENTLY lowers 
your potential rank at the end of an Operation. This means that even if you 
score a Pure Platinum on every mission in a given Operation, your end result 
rating will only be Gold, until you make a fresh attempt at an Operation section 
from the very start. The Wonderful Steak is used primarily by players who dont 
саге about their score and just want to get past a frustrating section. For those 


reaching toward perfection, the Wonderful Steak is taking up inventory space. 


WONDERFUL PARFAIT 





NO.O16 


АНЕ 


Always. Be. Unite Morphing. 


The Wonderful Parfait gives you unlimited Unite Gauge for a short time, acting 
as a counterpart to the Wonderful Steak. However, just like the steak, the 
Wonderful Parfait permanently reduces the maximum rank you can earn at the 
end of an Operation until you start it again from the beginning. 


HERO HEART FRAGMENTS AND HERO 
HEARTS 
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Hearts of lustice сап be broken into four convenient parts for you to find on 
the streets, just like real hearts! 


Hidden throughout the Operations are Hero Heart Fragments. Every four 
fragments you find combine into a Hero Heart that boosts your Vitality Gauge, 
with the added bonus of completely refilling your Vitality Gauge no matter how 
low on health you were. 


FIRE VICTORY TORPEDO 
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Light all the fires under all ће GEATHJERKs 


At the cost of one rank level, you can cause heavy fire-based damage to every 
enemy onscreen, This is good іп a pinch, but it costs you a rank at the end of 
an Operation, which cuts down its usefulness for players aiming for the best 
scores possible. 


THUNDER VICTORY TORPEDO 
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Shock and awe. 


Similar to the Fire Victory Torpedo, the thunder version bombards the 
3itlefield with electric death, at the cost of a rank level. 








SHOCKING RED 
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For when you've got to stun every Jerk in the room. 


a 





While the torpedoes do damage to enemies at the cost of a rank level, Shocking 
Red stuns every enemy onscreen. This allows you to score some pretty brutal 
combos, but there are more cost-effective ways to set up combos that don't 
cost you a full rank by detault. 


JUSTICE MISSILE 
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Real heroes become missiles fired at their enemies from large space assault 
cruisers. 


This is an interesting item. For every ten citizens you recruit above the 
standard limit of 100, you get a Justice Missile in your inventory. Firing the 
missile requires you to activate it, and then quide it onto the target in real 
time with the GamePad, Anything caught by its small area от effect takes heavy 
damage. This is good for sniping hard-to-hit targets, but you re left vulnerable 
while guiding in the missile, as you must stand still. The enemy can attack you 
while you're setting up the missile strike, 


WONDERFUL DUMMY 
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DESCRIPTION 


А second chance for those in need. 


Found very rarely, typically as а reward for locating five Platinum Coins, the 
Wonderful Dummy takes the place of a hero on the verge of defeat, absorbing 
a killing blow in order to let you escape and use a health-restoring item. This is 
one of the most limited items you can have in the game, a maximum of three 
total. Ideally you'll never be in a situation where this is necessary, but nobody's 
perfect without practicing first. 




















Q-Parts are the 
reliable currency 
of humanity's 





Laurence is eventually | 

going to wonder where 

all these odd charges 
from the Wonderful 

Mart are coming from. 


tuture. 


















Only available through the most expensive Мет Mixing recipe of 30 Space O-Parts can be found pretty much everywhere throughout the game, inside 
Peppers, Carrots, and Eggplants, the Wonderful Card allows you to buy any breakable objects, as rewards for destroying enemies, or just placed out in the 
item from the Wonderful Mart at no charge, Use these cards to buy the most open. They are also rewarded in large quantities for performing well during 
expensive Unite Morphs and Custom Blocks from the Wonderfül Mart earlier rated missions. You'll make the vast majority of your Wonderful Mart purchases 
than you could if you tried saving up O-Parts for them. with O-Parts. 


__ SPACE PEPPERS, CARROTS, AND EGGPLANTS |, 




















You can tell they are exotic because they come from space. 


These unique collectibles serve опе purpose, item mixing. They are found inside breakable objects and sometimes hidden away behind obstacles. It's important to 


collect these items as often as possibie. 


ITEM MIXING 


Using the Space Peppers, Space Carrots, and Space Eggplants found throughout your adventure, it's possible to make many of the items you'd traditionally find in 
the field. The following is a list of all craftable items anc what it takes to make them. 


Small Wonderful Noodle Soup To Go: Space Pepper x 10 Wonderful Steak: Space Pepper x30, Space Eggplant x10 

Wonderful Noodle Soup To Go: Space Pepper x20 Wonderful Parfait: Space Carrot x20, Space Eggplant x10 

Super Wonderful Noodle Soup To Go: Space Pepper x30 Fire Victory Torpedo: Space Pepper x10, Space Carrot x30, Space Eggplant x20 
Small Wonderful Cake To Go: Space Carrot x10 Thunder Victory Torpedo: Space Pepper x30, Space Carrot x10, Space Eggplant x20 
Wonderful Cake To Go: Space Carrot x20 Shocking Red: Space Pepper x10, Space Carrot x10, Space Eggplant x10 

Super Wonderful Cake To Go: space Carrot x30 Wonderful Card: 5pace Pepper x30, Space Carrot x30, Space Eggplant x30 


ENEMY WEAPONS 


When defeated, certain enemies will occasionally drop one of their weapons. These are generally quite powerful and can make otherwise challenging encounters 
much easier, but they will break after a number of uses. The leader cannot use their Unite Morph while holding onto an enemy weapon, but others on the team can. 
Occasionally, certain missions will provide the following weapons for you to use in light of restrictions placed on your abilities: 


Chew Dough-Goo Fists: Similar to the Unite Hand, the Chew Dough-Goo Ankho Chainsword: This weapon handles similarly to the Unite Sword, but 
беке can deliver powerful punch combos, though these are weaker than the it swings slower; overall, the user has fewer options because of its lack ої 
Full potential of Unite Hand by a large degree. speed. However, its serrated edge can inflict heavy damage over time once 
Dahkarts Tail: Working similarly to the Unite Whip ability, the Dahkarts Tai the weapon really gets going inside its targets. 

is a strong enemy weapon that can hit surprisingly fast and from a good Doora Claws: А one-shot weapon that travels slowly forward, Dut on impact 
distance away. Good to combine with other ranged Unite Morphs. it causes heavy damage to an enemy. Later missions in the game tend to 


send many Doora of all kinds after you at once, 50 there can be a lot of 


Hoedown Cannon: Capable of firing cannonballs at à fairly rapid pace T | 
opportunities for this weapon. 


compared to the actual Hoedown, this cannon can break through most 


armor protection (short of spiked armor on the Gehdown and the Gedie Surey Doora Throwing Star: Operating similarly to the Doora claws, the 

Dough-Goo) and can even stun certain opponents. throwing star travels forward at a Set pace, causing heavy damage to 

Raydown Cannon: Similar in appearance to the Hoedown Cannon save for паче! ft contacts. It can cul througn multiple targets, icd is useful if 

the blue coloration, the Raydown Cannon fires a sustained laser that cuts you're facing multiple enemies that are not quite maneuver ad's. 

through nearly every enemy 10 Cause damage. However, it is significantly Gurry Doora Drills: The hardest hitting of the Doora weapons, the drills 

weaker than the Hoedown Cannon, and in situations where the enemy is can ignore armor and other defensive measures by enemies and still cause 

highly mobile, it is not a recommended weapon to fall back on. good damage from a distance. | 
| 
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COLLECTIBLES ; 


Nearly every Operation has several collectibles placed throughout, all of which contribute toward full completion of the game, Some of the collectibles reward you 
| PRIMER 


with special items for finding them, while others help expand your knowledge of the Wonderful 101. 
WONDERFUL FIGURES T 
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ПЕШИН ТОМ DESCRIPTION 








The most valuable coins in the world These are all limited editions. 
Five Platinum Coins are scattered throughout many of the Operations Ihese special statues are hidden throughout the world, showing a member of 
Exceptions to this are the ulus Epilogue, and m چ‎ Battle missions at the Wonderful Gne-Double-Oh in their finest poses. Some of these are limited 
the end of every Operation. These missions have no Platinum Coins to collect іо being rewards tor completing Kahkoo-regah missions on different difficulty 
settings. You can earn the Figure Hunter and Hero Collection Achievements for 
Collecting the five Platinum Coins in a given Operation will grant you a finding half and all of the figures, respectively, 


)onus item, typically коюн. that is quite rare. 


WONDERFUL FILES .  WONDERFULONES | 
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INTE They're the Won-Beatable, Won-Stoppahle, Wonderful One-Double-Oh 


Ask not why highly classified documentation about the CENTINELS was found GEATHIERK Е 
The moment the GEATHIERK invasion of Earth began, an emergency order was 


issued by CENTINELS command to mobilize the entire Wonderful One-Double 
-Оһ, sending them into action worldwide to t ry and counter the Jerks wherever 
they might be. Unfortunately, the global nature of this issue has gotten many 
Wondertul Ones missing in action throughout the idi or sometimes they 
the Database Ace Miei might be delayed at catching up with the main force. You start the game with 
20 heroes but can eventually expand this to 100 permanent members by 


е 
_GEATHIJERK Fl LES recruiting them during the various Operations. 


па suburban garage—just find them all! 


Wondertul Files have information about the various people who work for the 
E 


LENTINELS and the equipment they use. Scattered throughout every Operation 
(PACED lel c Seve Li ا‎ WES. لا‎ cti tne | ges она 
сері boss battles) are several Wondertul Files. Collecting them goes toward 
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In addition to heroes you recruit during the action, there is ап elite group 
of hidden heroes that can be permanently unlock d for use by accomplishing 


a series of achievements, which can further boost your numbers, 


DELETION 





everything you ever wanted to know about Jerks can be found here! 


Also scattered throughout the Operations are GEATHJERK Files. Typically you'll 
nd a pertinent file sometime after м a lerk for the first time. 


Locating these contributes toward the Database Ace Achievement, so don't 
TESS OU 


17 





HOW ТО FIND ITEMS AND COLLECTIBLES 


Most collectibles and items are in plain sight; you can simply run up to them or use а combination of your abilities to get around obstacles standing in your way 
Others still can be found by destroying anything in the area that can be destroyed, be they inanimate objects ar GEATHIERK scum. However, there are some items 


and collectibles hidden away that require special attention. 


1. USE THE WONDER-LINER! 


The Wonder-Liner allows you to set up your various Unite Morph attacks. However, it can be used in a variety of ways to locate hidden items. For example, you can: 
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Send the Wonder-Liner into an open window, manhole cover, hole in the 
ground, or otherwise unreachable small passage to find an item or collectible. 






Wa ut 
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Send the Wonder-Liner into a Wonderful Toilet. These toilets are found in Draw the Wonder-Liner in a circle around certain objects or formations on the 
every locale you'll visit, from cities to ancient temples. They are actually ground to uncover a hidden item. 


secret supply stations for Wonderful Ones to use. You do need to have a 
certain number of heroes to be stuffed inside before you get access to 
whatever hidden items they have available. 
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A number of items hidden throughout the game require the use of Unite 
Hammer. Unfortunately you don't get access to Unite Hammer until you 
run into Wender-Yellow during Operation 003, which means you'll have to 
backtrack through the Prologue and the first two Operations in order to locate 
everything. Keep in mind, you earn a series of achievements for locating all 
of the hammer spots hidden in every Operation. As with locating hidden items 
with the Wonder-Liner, hammer spots you find will be indicated by a Wonderful 
logo, visible in future playthroughs. Even if you have already recovered an 
important collectible from a hammer spot, later run-throughs will replace those 
collectibles with food items that can help you out. 
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Lastly, certain hidden items and collectibles may require you to draw the 
Wonder-Liner in a specific shape that matches what you see on the ground. 




















E] In all of these cases, save for recruiting Wonderful Ones or rejuvenating 
-— a Е | flower beds, once you've found a hidden item with the Wonder-Liner, a glowing 
a | Wonderful logo will appear in place of the hidden item. This indicates that 
; |. 
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you've found it and can keep moving during later playthroughs of a level. 


items are inside them, to be recovered by Wonderful Ones in the field. As 
a security precaution, these supply boxes are sealed with complex lock 
mechanisms, you can only open them by using the Unite Morph indicated by 


the color of the supply box. The following list explains what you need to use 
for each color: 


Red: Unite Hand 

Me Blue: Unite Sword 

Green: Unite Gun 

Pink: Unite Whip 

Yellow: Unite Hammer 

White: Unite Claw 

Purple and Black: Unite Bomb 
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At the end of a given Operation section, you 
can hit the Wonderful Mart to purchase any 
upgrades for your heroes and any items you 
need to help stay in the fight. Purchasing 
anything requires Q-Parts, which you earn 
during combat by breaking stuff throughout 
the places you visit and as a reward for the 
ranks you earn during the graded missions. 
You can bypass the price of any item using a 
Wonderful Card, but those can only be crafted 
with the Item Mixer menu, and it takes time to 
get the necessary materials to do that, so use 
the cards sparingly. 


There are four categories to shop from 
at the Wonderful Mart: Items, Unite Morphs, 
Custom Blocks, and Skills. 


ITEMS 


The Items category includes all of the goodies 
necessary to keep you running in the middle 
of a fight or help bring extra explosions to the 
fight. Generally, there's not a whole lot of call 
io spend your O-Parts here, as you should 
be concentrating on saving up for new Unite 
Morphs, Custom Blocks, or Skills, However, 
among the items is a special enhancement for 
P-Star, your little robot assistant. The Treasure 
Sensor |5 expensive, bit it will allow P-star to 
ping whenever you get close to a hidden item. 
This can help you locate hammer spots with 
greater ease, helping reduce the time spent 
stumbling around looking for them. 


ITEMS 


Outside of 
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Small Wonderful Noodle Soup To Go 5.000 р 


Wonderful Noodle Soup To бо 10,000 p 
Super Wondertul Noodle Soup Ta Go 20,000 p 
Small Wonderful Cake To Go 10,000 p 
Wonderful Cake To бо 15.000 p 
Super Wonderful Cake To Go 25,000 p 
Wonderful Steak 50,000 p 
Wonderful Partait 50,000.p 
Fire Victory Torpedo 50.000 p 
Thunder Victory Torpedo 50,000 p 
Shocking Red 80,000 p 
Wonderful Dummy 100,000 p 


Treasure Sensor 300,000 p 


There are three skills you can purchase from the Wonderful Mart, and they are quite 
worth the Q-Parts they'll set you back by, which is a lot. We especially recommend 
the Attack Liner skill; pick it up as early as possible. You can draw the Wonder-Liner 


UNITE MORPHS 


UNITE MORPHS 


— МАМЕ _ РЕКЕ —— 


Unite Guts 


Unite Spikes 
Unite Spring 
Unite Drill 5pring 
Unite Blade Glider 


Unite Ball 


Unite Spike Ball 
Unite Racket 
Unite Tombstone 


Unite Сатр 


Wonderful Forever 
Platinum Forever 


15,000 p 

250.000 p 
30,000 p 
500,000 р 
200,000 p 
100,000 p 
500,000 p 
150.000 p 
300,000 p 
500,000 p 


1,000,000 p 
1,000,000 p 


through targets and deal continuous damage to enemies that don't outright repel your 
herpes on contact. For more information about the three skills, check out page 40 of 


the "Unite Morphs, Skills, and Custom Blocks" chapter. 


nnmagarnmes,com 


It's not quite home, but it still has everything you need. 


е Unite Morphs acquired when you 
pick up one of the 7 main heroes, there are 12 
more Unite Morphs you can purchase from the 
Wonderful Mart. These aren't all available right 
away; some appear only after you complete a 
specific Operation. You should strive to acquire 
every one of these, as they will greatly enhance 
your offensive and defensive capabilities, In 
particular, Unite Guts and Unite Spring are your 
most important Unite Morphs, and they start off 
relatively cheap. Get them as soon as you complete 
the Prologue. For more information about Unite 
Morphs, check out page 36 of the "Unite Morphs, 
Skills, and Custom Blocks" chapter. 


Attack Liner 


Speed Liner 





CUSTOM BLOCKS 


Custom Blocks allow you to enhance your 
abilities in and outside of Unite Morphs, allowing 
tor greater flexibility in combat. At first, you're 
only able to use one Custom Block at a time, 
but eventually you can set up to seven blocks 
and really experiment with them. Unfortunately, 
all Custom Blocks are extremely pricey, and like 
the purchasable Unite Morphs, not all of them 
are available right out the gate, unlocking as 
you proceed farther into the game. For more 
information about Custom Blocks, check out 
page 39 of the “Unite Morphs, Skills, and 


Custom Blocks” chapter. 


CUSTOM BLOCKS 


NAME 
speed Charge 
Unite Charge 
Energy Converter 
Safeguard 
Double Fower 
item Catcher 
Healing Guts 
Auto-Guts 
Dodge Mine 
Hero Time 
Hero Counter 
Hero Sense 
Џкеті 


Formation Charge 


PRICE 
500,000 p 
800,000 p 
100,000 p 
500,000 p 
500,000 p 
200,000 р 
200,000 p 
300,000 p 
400,000 p 
600,000 p 
500,000 p 
900,000 p 
800,000 p 





150,000 p 
300,000 p 
500,000 p 














CENTINELS PERSONNEL 
INFORMATION 


There are 100 members of the Wonderful 100, all Wonderful Ones of unsurpassed skill and bravery. Ho 
world. These seven heroes will appear over the course of the story at specific events and will bring with them a 





wever, among them are seven individuals who stand tall 


among all other masked warriors who fight for our 
new power that will enhance your arsenal. 


WONDER-RED: THE CRIMSON FIST 


FT 


Я ) 


и 
t 
1 
y 








чь. 


Weapon: Vulcan Knuckles 


On the surface, Will Wedgewood is an elementary school teacher, doing his 
best to educate children, who he truly believes are the future of humanity. The 
son of an Earth Defense War 2 hero, Will has a burning desire for justice, and 
his wish to protect peace on Earth drove him to join the CENTINELS, where he 
received the moniker Wonder-Red. The third GEATHJERK invasion of Earth has 
thrust Wonder-Red into the role of leader to all Wonderful Ones, a role he takes 
in stride, despite the misgivings of his more experienced teammates. With his 
trademark Vulcan Knuckles, Wonder-Red delivers utterly devastating punches. 
He is the primary user of Unite Hand. 


























UNITE HAND 





Draw a circle with the Wonder-Liner to activate Unite Hand 
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Unite Hand is your bread-and-butter offensive maneuver. One of the 
hardest hitting Unite Morphs, a fully powered Unite Hand can demolish 
most enemies with incredible speed. It's not particularly fancy, but it 
doesn't have to be. [5 range is short compared to Unite Sword, but 
you can compensate for this by using Wonderful Stinger to stick close to 
more evasive foes, 


Set your Unite 
Нат on fire! 


te Hand has the special ability to absorb flame attacks or ambient fires. This 
зае the already hard-hitting Unite Morph by allowing it to set enemies оп 


кш 


е or light torches in order to solve puzzles. 








WONDERFUL STINGER 


How to Use: click Left Stick away from opponent, 
target, press the Unite Morph button, 





ck Left Stick toward your 
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The Wonderful Stinger will shoot a Unite Hand user toward their opponent, 
striking multiple times. The Unite Hand version of Wonderful Stinger does have 
shorter range than other Unite Morphs. Keep this in mind when fighting fast 
and evasive opponents. 


WONDERFUL RISING 


How to Use: Press the Jump button, then immediately press the Unite Morph 
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All versions of Wonderful Rising launch stunned foes into the air, and it's 
possible to chain Wonderful Rising and double-jumping together to reach some 
impressive heights while juggling your foes. Unite Hand's limited range 
make this a more difficult attack to land, so make sure you are right next to 
your stunned victim before using Wonderful Rising. 


WONDERFUL CYCLONE 


How іс Use: Spin the Left Stick in a circle, then press the Unite 
Morph button. 
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Spinning furiously in place, a Unite Hand user can clear away all the small fry 
surrounding them in no time. As usual, Unite Hand's limited range makes it difficult 


to get the most out of this ability, but there's no denying how hard it can hit. 
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WONDER-BLUE: THE SUPERSONIC BLADE 


Weapon: Valiantium Blade 


An officer of the LAPD, Eliot Hooker's brazen attitude toward authority 
has landed him in hot water both as a cop and as the CENTINELS special 
agent Wonder-Blue. Armed with his Valiantium Blade and his own impressive 
combat skills, Blue prefers to leap into action first without thinking. Unless 
the person giving him orders has proven their worth in battle, Wonder-Blue 
will often disregard their authority. However, he gives al his trust and respect 
to à comrade who's proven themselves. Unfortunately, Wonder-Red has yet 
to prove himself to Blue, leading to tension between the two heroes, mostiy 
instigated by Blue. 
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UNITE SWORD 
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Тһе scintillating Unite Sword cuts through nearly anything like a hot knife 
through butter. One of the longest ranged weapons іп the game when it is 
at full power, the Unite Sword is an extremely versatile weapon. It is lacking in 
power, especially when compared to Unite Hand, but it is much easier to combo 
with thanks to its reach, making it one of the most capable combo weapons 
n the game. If you manage to stun multiple enemies close to each other, you 
can juggle all of them with a single well-placed Wonderful Rising; this is a good 
tactic to try when you're running with a team of 50 or more heroes. The reach 
of Unite Sword can extend across most arenas you'll fight in. 


BPA PrE 


Beflect lagers 
with your тЇ 


T 





Unite Sword has the special ability to absorb electricity to enhance its combat 
strength, and it can reflect lasers away irom the team and oftentimes directly 
back to their source, Many combat encounters will rely heavily on your ability 
to reflect beams away from your team at a moment's notice. 











_ WONDERFUL STINGER 
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m to Use: click the ей Stick away from obponent click the Left Stick toward 
your target, press A. 





Using Wonderful Stinger with the Unite Sword gives you greater reach than 
nearly any other Unite Morph, making it excellent at maintaining combos on 
enemies who would normally be out of reach. It makes a great combo finisher 
as well, taking you through your target. It can even be used as an escape move 
in a pinch, thanks to how far the Unite Sword version of this move can take you. 


WONDERFUL RISING 
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How to Use: Press the Jump ! йй, then ETE press the Unite Morph 
button. 














Arquably the best version of Wonderful Rising comes from the Unite Sword. 
The sword's impressive reach all but guarantees you'll hit a target, thanks 
to the somersault slashes that Unite Sword users will execute. Many of the 
more complex and more rewarding combos possible in the game will work in 
this move with Unite Sword. It is possible to do a swift downward cut after a 
Wonderful Rising, which will slam enemies back to the ground. 


WONDERFUL СҮ CYCLONE — 





How to Use: Spin the Left Stick in a circle, then press the Unite 
Morph button. 








Once again, Unite Sword's potential range advantage makes Wonderful Cyclone 
many times more effective, particularly when dealing with large groups of 
smaller enemies. A solid way to maintain an air combo if you need a buffer 
move while you set up another Unite Morph. 
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Weapon: Christine Daaé 


lean-Sébastien Renault appears to be a laughably naive and overweight middle school student, the son of a well-to-do family. However, as Wonder-Green, the boy's 


ү НІ! 
skills as a sniper are indeed legendary. Somewhat of a qun nut, Wonder-Green cher ishes his special weapon, naming it and speaking of it as though it were a person. 
His haughty attitude often puts him at odds with Wonder-Blue, despite being of similar temperament. ' londer-Green does not trust the unproven or the unskilled, so 
he insists on browbeating Wonder-Red into treating him as a superior. Green has a soft spot for Wonder-Pink, but those affections are not returned in the slightest 
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UNITE GUN 
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Draw an L-shape with the Wonder-Liner to unleash Unite Gun. 
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Unite Gun provides the Wonderful Ones with a powerful ranged attack. By using 
fallow Wonderful Ones as ammo, Unite Gun users can fire their comrades at 
the enemy, where on impact they will initiate a Climb Attack. This 15 a very 
useful weapon to use on smaller, more maneuverable foes. When powered up, 
Unite Gun becomes a large rocket launcher, firing a shell comprised of multiple 
heroes. At maximum power, Unite Gun turns the whole team into a mobile 
missile launcher platform, capable of firing enormous barrages of rockets at 
enemies, at the cost of most of your maneuverability 





Unite Gun has the unique ability of being able to pick up the cannonballs fired 
by enemies like the Die-Rixen or the Die-Tiekuu. These spherical shells can be 
&red back at enemies for heavy damage. 











WONDERFUL STINGER 
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How to Use: click the Left Stick away from opponent, click the Left‏ 
Stick toward your target, press А.‏ 
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Unite Gun users will fire a barrage of shots straight ahead with Wonderful 
Stinger. This is a good way to set up stuns on ranged enemies while still doing 
decent damage, and for air combos this is one of the best abilities to keep 
enemies airborne. This attack cannot be done with the midlevel or maximum- 
strength Unite Gun forms. 


WONDERFUL RISING 


How to Use: Press the lump button, then immediately press the Unite 
Morph button. 





Executing a small backflip, the Unite Gun user will strike the enemy with their 
gun to launch them into the air and will then unleash a barrage of gunfire at a 
45-degree angle to keep the enemy airborne. This move is an excellent way to 
keep a hostile in the air and extend your combos. This attack cannot be done 
with the midlevel or maximum-strength Unite Gun forms. 


WONDERFUL CYCLONE 
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How to Use: Spin the Left Stick in a circle, then press the Unite 
Morph button. 





With Unite Gun, the Wonderful Cyclone attack shoots teammates in a circle, 
surrounding your leader. This is not a particularly exciting attack, and it sends 
a portion of your team away from you in every direction, making it tougher 
to recover them. This attack cannot be done with the midlevel or maximum- 
strength Unite Gun forms. 
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Weapon: Beautiful Whip 
A typical girl in high school, Mariana Kretzulesco doesn't appear all that concerned with the invasion of Earth, or With much of anything except the latest gossip, ihe 
best parties, and the wildest fashion. However, as Wonder-Pink, Mariana manages to put aside her lackadaisical attitude and becomes one of the fiercest fighters for 
justice on the entire team. Her Beautiful Whip 15 the basis for her lethal Unite Marph, the Unite Whip, which is capable of feats of strength and extreme acrobatics. 
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UNITE WHIP 
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melee weapon, while also hitting 
Unite Hand 
of enemies 


Unite Whip enjoys fairly long range for a 
harder than Unite Sword. Unite Whip's attacks are more direct than 
or Unite Sword, which makes it less ideal for dealing with swarms 
and mare facused on taking down single targets. 
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Unite Whip's unique ability is grabbing on to things, from the hooks on 
construction cranes to swing across chasms to the spiked armor segments on 
certain enemies, Without Unite Whip, you can't hope to find a way through spike 

armor. A large enough Unite Whip can even pick up and siam a stunned enemy 
for very heavy damage, which can make it a very good weapon to use against 
some of the heavier foes you'll face. Like with Unite Gun, you can also pick up 
cannonballs from the ground and fling them back at the enemy, though it is a 
bit tougher to be accurate with Unite Whip. 





WONDERFUL STINGER 


How to Use: click the Left Stick away from opponent, click the Left 
Stick toward your target, press A. 
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While the Unite Whip version of Wonderful Stinger is slo 
other melee Unite Morphs, it still enjoys 
technique to grab on to any objects that can be thrown 


indie it, 


Whip you've formed is large enough to ha 
WONDERFUL RISING 


the Jump button, then immediately press the Unite 





How to Use: Press 
Morph button. 





Similar to the Unite Sward's version of the same ability, Wonderful Rising with 
the whip boasts good range, which makes it a good launcher to set up longer 
combos. The Unite Whip is not as solid in the air as the Unite Sword or the 
Unite Hand can be, and its combos are definitely centered around dealing wit 
single targets. 


WONDERFUL CYCLONE 


Spin the Left Stick in a circle, then press the Unite 
Morph button. 





How to Use: 
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А m enough Unite Whip can give Wonderful Cyclone a range similar to that ої 
Unite Sword. This is a good way to extend a combo or to smack around groups 
of smaller enemies. 








TRAINING 


29 








30 


= * 





E гаш РЕ 
maay 


Weapon: Peta-Peta Hammer 
When he dons the guise of Wonder-Yellow, Ivan Istochnikov 15 à soldier, both 
for Mother Russia and for the planet. Incredibly strong, even by the standards 
set by Wonderful Ones worldwide, Wonder-Yellow uses his Peta-Peta Hammer 
to terrifying effect, further enhanced by his mastery of Unite Hammer. In sharp 


contrast to his brute strength, Wonder-Yellow 15 actually quite shy and is 
y 4 y 


considerably more withdrawn than his more boisterous comrades. 
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WONDER-YELLOW: THE HAMMERING RUSSKIE 
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UNITE HAMMER 
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First draw a straight line, then add a circle at the end of it to call upon 
Unite Hammer 
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Unite Hammer is not a weapon for those who want to do long, fancy combos. 
Unite Hammer is about massive burst damage for every hit you manage to 


4 


land on an enemy, and it rewards timing. Each swing of Unite Hammer is slow, 











WONDERFUL STINGER 








How to Use: click the Left Stick away from opponent, click the Left 
Stick toward your target, press А. 





A common theme with Unite Hammer is its slow attacks. Wonderful Stinger is 
no exception. You certainly hit hard, but you have no real range with it, and 
there's a delay between when you use the attack and when it starts sending 
you forward. 





WONDERFUL RISING 


How to Use: Press the Jump button, then immediately press the Unite 
Morph button. 
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but each impact causes a shock wave that damages enemies nearby. Larger 
Unite Hammers cause a shock wave so big that you can affect enemies from 
a fair distance away. Armored enemies, such as the Megang or the Hoedown 
and Raydown tanks, will find that their armor cannot save them from a Unite 
Hammer strike (or multiple strikes). 
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It might suffer from a delay, but Wonderful Rising with the hammer is actually 
quite a good attack. You can hit your enemies very hard while gaining a huge 
height advantage. 





WONDERFUL CYCLONE 


How to Use: Spin the Left Stick in a circle, then press the Unite 
Morph button. 





EL — س ت‎ As with the other Unite Hammer abilities, it's slow to come out, but Wonderful 
Cyclone can still lay а vicious beating on the enemy. The real problem is the 


complete lack of range compared to other Unite Morphs. Realistically, it's 


Another use for Unite Hammer is to pound hammer spots located throughout 
the world to uncover hidden items. Surprisingly large enough Unite Hammers 
can act similarly to the Unite Guts ability, repelling certain attacks when held up 
high. It is even capable of blocking artillery barrages from above. 


probably a safer bet to rely on other weapons to combo with. 
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WONDER-WHITE: THE CLAWS OF CALAMITY 





Weapon: Dantenmaru and Zanjimaru 
Master of the Wonder-Ryu martial art, Momoe Byakkoin is a bit of an eccentric, 
but little can stand in the face of the man when ne 15 Wonder-White. Armed with 
his twin claws Dantenmaru and Zanjimaru, White throws himself into the fray 
with the calm of a still lake surface and the wrath of a furious berserker. Very 
few Wonderful Ones can match up to Wonder-White's incredible speed. 








UNITE CLAW 





Draw a zigzag line with the Wonder-Liner to begin tearing your foes apart 
with Unite Claw. 
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Unite Claw is about putting as many attacks оп a target as possible in the 
shortest amount of time. You can attack so fast in midair that it feels as though 
you're hovering near your victims. Each slash while on the ground emits a 
shock wave that cuts deeply into enemies. On top of this, your slashes have 
a chance of freezing your enemies in place in a block of ice, allowing you to 
really get medieval on your foes. The one drawback to all of this striking speed 
is that Unite Claw does not appear to build up your combo multiplier as quickly 
as other Unite Morphs, which can make reaching Platinum ranks for Combo 
rating tough. 
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The other major ability of Unite Claw is that it can pry open stubborn doors. 
This ability is all but required to fight the Hah-Gonay GEATHIERK dragon, which 
will routinely close its wings in front of its head. An excellent, if not extremely 
specific, extra ability to have on hand. 














WONDERFUL STINGER 
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How to Use: click the Left Stick away E opponent, click the Left 
Stick toward your target, press A. 
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Interestingly, Wonderful Stinger does not send your Unite Claw-capable hero 
forward. Instead, they slash the air so hard they create a circular shock wave 
that travels through the air until it hits either the end of the arena or an enemy. 
Not a particularly useful ability for a combo, but good for opening a fight. 


WONDERFUL RISING 
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How to Use: Press the Мет button, then immediately press the Unite 
Morph button. 














With Unite Claw, Wonderful Rising suffers relatively limited range but makes up 
for it by being capable of near perpetual flight. You can launch an enemy into 
the air and hit them so many times they will likely have been frozen by Unite 
Claw's ice effect. 


WONDERFUL CYCLONE 
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How to Use: Sin the Left Stick in a arcte, enge press the е Unite 
Morph button. 





Entirely limited by th the size E Unite Claw, Wonderful TA can be quite useful 
with larger claws, particularly when used in the middle of a combo. You can 
help keep an enemy in place while you set up a harder hitting Unite Morph. 
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WONDER-BLACK: THE 8-BIT ENCHANTER 





Weapon: Time Bomb 


Krishna Ramanujan is a college student at age 11. Where other boys his age are worried about video games or stomping on bugs, Krishna 
is worried about video games, being the superhero known as Wonder-Black, and saving the world. And video games. In that order, Krishna s 
brilliant mind has led him to create many inventions co-opted by the CENTINELS. While surprisingly mature for his age, Wonder-Black tends to 
keep himself occupied with his favorite gaming handheld, even in the most dire circumstances. However, despite this apparent lack of interest 
in the world around him, Black has always come through in the last moment thanks to his handy Time Bombs. 
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Draw a circle, then a straight line, leaving the circle in order to drop the 
Unite Bomb on your foes. 
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Unite Bomb can slow down anything caught within its area of effect. This costly 
ability drains huge portions of the Unite Gauge, but it 15 absolutely worth using 
as often as possible. The larger the bomb, the more damaging the explosion, 
and the time-dilation effect of the blast wave will last much longer. You don't 
necessarily do combos with Unite Bomb, but you can set up some of the 
ongest and most damaging combos in the game with its proper use. 


Interestingly, Unite Bomb doesn't have special moves like Wonderful 
Stinger or Wonderful Rising, but you can still 40 useful things with Unite Bomb 
beyond just dropping it at your feet. 


AN heroes, including the main seven, can level up over the course of the 
-ampaign against the GEATHIERK. This unlocks three special moves for you to 
ве with the seven primary Unite Morph powers, or it can increase your overall 
health meter. Once one of the main seven heroes learns a special move, every 
other er Wonderful One that shares that particular Unite Morph can also use it. 


SELECTING LEADERS 











с=п help heroes gain levels faster and can be useful if you're trying to use one of your unlocked 5 
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Using the motion for Wonderful Stinger will let you throw a Unite Bomb a good 
distance away from you. Set up distant enemies for punishment before they can 
react and before they manage to get there. 





The motion for Wonderful Rising causes you to throw a Unite Bomb straight 
up. This is good for catching pesky airborne enemies while you're stuck on 
the ground. 





Lastly, the motion for Wonderful Cyclone с causes your hero to throw three 
bombs all around you. This can catch enemies clustered агаш nd you, a nice 
surprise to spring on them. For some bonus craziness, try using Unite Camp to 
supercharge your Unite Gauge, then use Wonderful Cyclone to unleash three of 


the largest bombs possible all around you. 


MAINTAINING YOUR WONDERFUL ONES 


Leveling is a matter of getting those heroes involved with the actual 
destruction of GEATHIERK assets. So long as a hero is part of a Unite 
Morph that destroys an enemy or is wielding a Unite Morph, they are getting 
experience. This is a simple system that does not require any complex decisions 
to ensure you're spreading the experience around liberally. 


= covered in the "How to Play" chapter, it is possible to select any hero to take the place of the default seven heroes who lead a Unite Morph on the roster. This 


ecret heroes that come with special effects to their Unite Morphs. 
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UNITE MORPHS, CUSTOM 
BLOCKS, AND SKILLS 


In addition to the Unite Morphs you earn from encountering one of the seven main heroes and the Unite Morphs you start the game with, the Wonderful Mart allows 
you to buy a plethora of additional Unite Morphs to broaden your arsenal. You can also purchase a selection of Custom Blocks that allow you to seriously change 
your offensive and defensive capabilities, and you can pick up a trio of skills that help boost the Wonder-Liner and Team Attack moves that you start the game with. 
By the time you reach the final battle, you should be a completely won-stoppable, wonderful force for justice and peace on Earth. 


But all that stuff casts O-Parts. Lots and lots of O-Parts. Due to their prices, you'll often have a choice of purchasing only one пем upgrade in between 
missions, This section will discuss all of the extra Unite Morphs, Custom Blocks, and skills to help you understand what they do and why they might be things you 


should aim for as early as possible, 


UNITE MORPHS 


You begin The Wonderful 101 with a set of Unite Morphs, but that's пої going to be enough to properly resist the GEATHIERK. Consisting of a wide variety of utility 
abilities, the Unite Morphs you purchase from the Wonderful Mart emphasize enhancing your defenses and mobility However, there are several upgrades found 
here that make certain abilities more offensive in nature. Clever players can use these enhancements to make some really creative combos while also staying out 


of harm's way. 


STARTING UNITE MORPHS 
UNITE CHAIN 








There are instances where you must cross gaps that you can't double-jump 
across while making smart use of Wonderful Stinger. Draw a Wonder-Liner 
across the gap to the location you re trying to reach. If it's a valid target, your 
team will automatically form a chain (or even a full-sized bridge, if you have 
enough people for it) that will let you cross safely to the other side. 


UNITE GLIDER 
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The Unite Glider is very situational in nature but absolutely vital when it needs 
to be used. Transforming your entire team into a glider, this Unite Morph allows 
you to fly across normally uncrossable chasms and even figures heavily into 
several missions (and a boss battle or two) throughout the game. However, by 
itself the Unite Glider has no offensive capability and nothing defensive save 
for its maneuverability to avoid attacks in the air. Summoning it on the ground 
is a...questionable tactic at best. 
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PURCHASABLE UNITE MORPHS 
UNITE GUTS 








This is one of the first Unite Morphs you should purchase from the Wonderful 
Mart. Purchase it immediately after finishing the Prologue. Unite Guts 
transforms your whole team into a candylike shape and allows you to bounce 
back a large number of incoming attacks from a wide variety of enemies 
throughout the entire game. Some attacks might require a larger form of Unite 
Guts to defend against, so always be looking for new recruits to max this ability 
out. 


Unite Guts requires good timing to use well. You cant just hold down 
the button and wait for the attacks to land; the form fades after a very short 
time, leaving you vulnerable. It also costs Unite Gauge to use, so if you keep 
spamming Unite Guts in anticipation of an attack, you might not have enough 
meter to use Guts when you really need it. Use it too late, and you'll take 
damage because the morph wasn't fully completed before the attack landed. 


Properly executed, Unite Guts can stun enemies, allowing you to launch 
them into the air for juggle combos. Well-timed uses of Unite Guts also earn 
you an Q-Parts bonus to your Combo multiplier. A full list of attacks that can 
be reflected, organized by enemy, can be found starting on page 348, in the 
GEATHIERK Files. 
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UNITE SPIKES 





An enhanced form of Unite Guts, this ability causes the morph to produce 
spikes the moment it reflects an enemy attack. This causes damage to foes 
using melee attacks. As a side effect, Unite Spikes can also deal damage to 
anything else that happens to be close enough, regardless of whether you 
were reflecting their attack. 


UNITE SPRING 
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This Unite Morph is the other purchase you should make immediately upon 
completing the Prologue. As with Unite Guts, Unite Spring is one of your key 
defensive abilities, allowing you to dodge away and over attacks when used 
with the proper timing. So long as you have at least ten heroes on your team, 
you can use Unite Spring. Similar to Unite Guts, evading an attack with Unite 
Spring grants you some bonus points to your Combo multiplier. 


UNITE DRILL SPRING 
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Unite Drill Spring is an upgrade to Unite Spring, turning the purely defensive 
ability into a useful offensive move when used well. Barring enemies possessing 
thick armor (or spiked armor), using a defensive barrier, or simply being too 
arge to drill through, Unite Drill Spring can pass through most GEATHIERKs 
wth ease. As a bonus, you can maintain your Combo multiplier (and even 
ncrease it) by sneaking in a Unite Drill Spring in the middle of your attacks. 





КЕНГЕ BLADE eo 


Not an essential upgrade by any means, Unite Blade Glider adds blades to 
the front of Unite Glider. You can use this on enemies to help maintain juggle 
combos, but in practice this can be tough to set up. On 101% Hard Mode, 
where you don't get time dilation to draw the Wonder-Liner in relative safety, 
it's quite hard to work in the Blade Glider. Of course, if you're able to do this 
regularly оп your enemies, there's no denying the style points you'll get from it. 


UNITE BALL 





Another key Unite Morph, Unite Ball can be used directly after Unite Spring to 
speed away from your enemies or just to travel faster. Most importantly, there 
are several collectibles in the game that require you to use Unite Ball, so it's 
important that you snag this ability as soon as you can afford it. 
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Unite Ball gains a set of spikes all around it, | which allows you to roll into 
enemies to cause damage. This does not protect you from incoming attacks, 
so watch your rolling! 


UNITE ROCKET 


= u—Ó— b А somewhat situational Unite 

T Morph to use, Unite Rocket 
allows you to blast your team 
to tough-to-reach heights. 
You can get more height by 
charging up the rocket prior 
to launch. 
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UNITE TOMBSTONE 








This is a very situational offensive Unite Morph, but it сап be extremely effective 
at capping ОЁ a long air combo. Your entire team transforms into a tombstone 
that when dropped from a height causes a powerful impact shock wave. The 
tombstone can cause damage to any enemy below it, with only the thick armor 
of a Megang or the spike armor found on Gehdowns or бейе Dough-Goo able 
to resist. Combine this with a Wonderful Rising launcher on à stunned enemy. 
If timed right, you Can land multiple hits on an enemy with Unite Tombstone 
before landing on the ground. 








UNITE CAMP 














This utility Unite Morph turns your team into a camping tent, fully restoring 
your Unite Gauge. The real advantage of Unite Camp comes from its ability 
to supercharge the Unite Gauge, turning it from gold to silver. While you have 
any amount of supercharge, your Unite Morphs will automatically be at their 
maximum strength without having to draw larger shapes with the Wonder-Liner. 
This ability can be used before major fights, or if you're feeling particularly 
cheeky, you can use it during battles if you can find a spot to set up а Unite 
Camp. Mind you, it takes time before the ability actually triggers, and you are 
vulnerable to attack while using it. 


















WONDERFUL FOREVER 
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A special Unite Morph unlocked for purchase after beating the game once, 
Wonderful Forever is set up by drawing a giant "W" with the Wonder-Liner. This 
transforms a team of 100 heroes into a giant Wonderful 100 logo, firing a 
massive beam that can pass through nearly any defense imaginable. This can 
be a devastating weapon against slower targets, but faster enemies can get 
around the beam and are faster than you can steer it. At the end of the move 
(or if enemy attacks interrupt it), you are completely drained af all your Unite 
Gauge. Use this morph wisely, or not at all. 





PLATINUM FOREVER 





The second Unite Morph unlocked by completing the game, Platinum Forever 
requires a full team of 100 heroes. When you meet these requirements, you 
can draw a “Р” with the Wonder-Liner ta begin executing the attack. Your 
team will transform into a Platinastar Emblem and will spin around rapidly 
before engulfing the area in an enormous explosion, causing heavy damage 
to everything in your general vicinity. As with Wonderful Forever, this is an 
extremely situational attack, made difficult to use, as you are vulnerable during 
the windup to the actual blast. It is stylish as anything gets, though, which might 
be good enough for people who want to use it. 
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CUSTOM BLOCKS 

When you start the game, you can only place a single Custom Block on your 
Wonderful Medallion in order to boost your abilities, and the pickings are 
fairly slim. However, it's important to invest in good Custom Blocks as soon 
as possible, as they can change your entire gameplay style. This is not an 
exaggeration. Whereas you'd normally evade attacks as best you can, the 
Hero Counter Custom Block, for example, will let you stand your ground and 
parry the incoming strike (or strikes) with near impunity. Other blocks like Unite 
Charge will let you ramp up your offense much faster than taking the time to 
draw a large Wonder-Liner shape, 


SPEED CHARGE 
Speed Charge increases the recovery of the Unite Gauge. Depending on your 
play style, this may or may not be an important Custom Block to have equipped. 
Remember, you gain back Unite Gauge faster through any means of attacking. 


UNITE CHARGE 
One of the most useful Custom Blocks in the game, this allows you to charge 
up your Unite Morph attacks without drawing larger Wonder-Liners, simply by 
holding down the Unite Morph button. It costs Unite Gauge for every charge 
level you advance, and you need to have enough people to advance up a level, 
but the benefits of the increased damage you'll do are worth it. 


ENERGY CONVERTER 
This is one of the best Custom Blocks, though its value may not be immediately 
apparent without purchasing the Attack Liner skill. Essentially, if you are at full 
health and get a health recovery item, your Unite Gauge will refill. I you are at 
maximum Unite Gauge, your health will refill. This 15 all proportional to the level 
of health or Unite Gauge recovery you'd normally receive. 


One tactic is to slow the enemy down with Unite Bomb, then to draw an 
Attack Liner-enhanced Wonder-Liner through an enemy. The constant damage 
from the Wonder-Liner will help boost your Unite Gauge and will eventually start 
refilling health. 


SAFEGUARD 
Safequard reduces the damage of an incoming attack by half, at the cost of a 
significant portion of Unite Gauge. Ideally, you shouldn't be getting hit much at 
all, so the value of this Custom Block is somewhat limited. 


DOUBLE POWER 
This Custom Block doubles the damage done by your Unite Morphs, but it 
also doubles the Unite Gauge cost. This can be a block on higher difficulties, 
where the enemy possesses more health, but it means you'll have to make your 
attacks count due to the high Unite Gauge costs. 


ITEM CATCHER 
Reflecting an attack with Unite Guts will cause the enemy to drop an item. This 
can be useful throughout the whole game, as it works on every enemy attack 
you can reflect with Unite Guts. 


HEALING GUTS 
Upon successfully reflecting an attack with Unite Guts, you'll gain back a chunk 
of life. By itself this is useful. However, equipping this Custom Block halves 
{һе speed at which your Unite Gauge recovers. This can change your play 
style from being aggressive to being more passive, as you wait for your Unite 


Gauge to recover. 


AUTO-GUTS 
Unite Guts will automatically trigger in response to enemy attacks, at the cost of 
а significant amount of Unite Gauge. This ability is somewhat of a crutch, and 
not always useful in the face of multiple enemy attacks, which can overwhelm 
you even with this Custom Block active. 


DODGE MINE Yu 

Dodge Mine is a situational but highly exploitable Custom Block. Every time you 
use Unite Spring, you will leave a mine on the ground that can cause moderate 
damage. Combining this with time-dilation abilities, such as Unite Bomb, Hero 
Time, and Hero Sense, can allow you to place a large number of mines at the 
feet of your enemies. If they are placed close enough, just hitting one will set 
all the mines off. А very dirty and awesome tactic to use against annoyingly 
swift foes. 


HERO TIME 
Using Unite Spring just before an enemy attack lands slows the entire 
game world down, while you maintain your full speed. This gives you ample 
opportunity to move to a better location, to set up a stun with Team Attacks, or 
to begin an immediate counterattack. This is arquably the most useful Custom 
Block in the game, particularly on 101% Hard Mode, where you don't have 
time dilation while using the Wonder-Liner. 


HERO COUNTER 
The other Custom Block that could be considered “the best,” Hero Counter 
allows you to parry most attacks in the entire game simply by pressing the 
Left Stick toward the attack the instant before it hits home. The timing might 
be tough to read at first, but skilled players will be able to negate most threats 
simply by staring them down and parrying at the right moment. This is a 
Custom Block meant for the truly skilled, 


HERO SENSE 
Similar to Auto-Guts, Hero Sense triggers just before incoming attacks 
hit, costing you a large chunk of Unite Gauge. Hero Sense throws your 
surroundings into slow-motion, giving you a chance to evade to safety, use 
Unite Guts if applicable, or begin your counterattack. 


Hero Sense stacks with Hero Time. So, if you trigger Hero Sense, 
then Hero Time by using Unite Spring to escape, the enemy will be moving 
ridiculously slow and be completely at your mercy. However, this is a costly 
combination of Custom Blocks to use, due to how much energy Hero Sense 
takes, 


UKEMI 
By pressing the Jump button just before taking damage, you can completely 
nullify that damage and keep fighting. This can be useful on high difficulty 
settings due to how little health you have to work with. This is a solid Custom 
Block to pair with Hero Counter. 








TRAINING 


WALKTHROUGH 
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SKILLS 


The three skills you can purchase from the Wondertul Mart can improve your fighting capabilities by a significant degree, but as they аге so pricey and aren't as 
obvious a set of improvements, it's easy to disregard them while you save up for other Unite Morphs or Custom Blocks. But pick up these skills as early as you can, 
as it will make the basic parts of your offense be more effective throughout the course of the game. 


Note that all skills in the game, whether they are purchased from the Wonderful Mart or are earned by leveling up Unite Morphs, can be toggled on or off in 
the Status menu. You can play without the fear of accidentally triggering an attack you did not want. 


ATTACK LINER 
This skill allows your Wonder-Liner to do damage to unarmored opponents. 
By itself, that doesn’t sound impressive. However, with creative use of various 
Custom Blocks, you can turn the Wonder-Liner into an extremely useful 
offensive tool. 


SPEED LINER 
Speed Liner makes the Wonder-Liner move much faster, a useful skill for 
101% Hard, as you don't get any time dilation while using the Wonder-Liner. 
It makes completing action sequences that require you to draw specific 
Unite Morphs more profitable, as you'll be able to put more heroes into the 


morph, and gain a larger O-Parts bonus at the end of the sequence. 
However, it does make drawing specific shapes with the Right Stick trickier. You 
can turn this skill on and off in the Status menu, so it really depends on your 
preferences. 


FORMATION CHARGE 
Normally, the Team Attack sends out one hero at a time to initiate a Climb 
Attack, and you have to land many of these Team Attacks to stun an enemy. 
Formation Charge allows you to power up a Team Attack to include multiple 
heroes. This can make it much easier to stun your opponents, setting them up 
for big combos much sooner. 


ADVANCED TRAINING AND 


TACTICS 


Now that you're familiar with the arsenal available, it's time to go into some basic and advanced tips and tactics you can use to put GEATHIERK to the Valiantium 
Blade. The best feature of The Wonderful 101 is that it accommodates creative thinking during combat. You've got so many tools at your disposal that it's possible 
to pretty much play how you want on any difficulty setting, provided you're skilled enough to get away with it. 


FIRST PLAY-THROUGH WONDERFUL MART TIPS 


Your first run through the Story mode is challenging primarily because you don't start off with access to all of the goodies right away, nor does the Wonderful Mart 
actually show you everything you can eventually get your hands on. If you're struggling to reach high ranks on the graded missions, or you're simply not aiming 
for Platinum ranks, O-Parts will be fairly limited in supply, and buying things from the store will be tougher. We ve put together a recommended list of items, Unite 
Morphs, Custom Blocks, and skills to aim for, as they tend to be beneficial їп more situations. 


ITEMS 


Wonderful Cakes To Go Treasure Sensor 


Realistically, there's not a lot of call to buy any items from the Wonderful Mart 
other than the Treasure Sensor. If you're diligent about trashing absolutely 
everything in the environment, hitting up hidden hammer spots, or rejuvenating 
flower beds, you'll have more than enough healing items to keep you in the 
fight. However, we do recommend trying to stock up on Wonderful Cakes To 
Go whenever you don't have а major purchase to save up Юг. Being able to 
quickly refill your Unite Gauge in the middle of a fight can help keep you on 
the offensive, rather than running around waiting for your meter to recharge. 
The Treasure Sensor is mostly optional, but it can help you with hunting down 
hidden supplies. It also comes in handy during some secret Kahkoo-regah 
missions. The best part of the light recommended items list is you're saving up 
O-Parts for valuable ability upgrades. 
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UNITE MORPHS 


Unite Guts Unite Spikes Unite Spike Ball 
Unite Spring Unite Camp 
Unite Ball Unite Drill Spring 


The most valuable Unite Morphs are easily the top four in this list. Your 
defensive capability revolves around Unite Guts and Unite Spring, and you need 
Unite Ball to access some of the collectibles you'll find throughout the game. 
Unite Spikes is a solid enhancement to Unite Guts, and will always be useful. 
Unite Camp is a surprisingly good buy if you're using it before big fights, which 
can let you open every battle with fully powered Unite Morphs regardless of 
the number of heroes you have at your disposal. Drill Spring and Spike Ball are 
somewhat less vital, but both enhance Unite Spring and Unite Ball, two critical 
morphs you should have, so they're worthy purchases. 


We don't regard Unite Tombstone as absolutely vital for a first 
run-through. While it can be powerful when you've got a full team at your 
disposal, it's a very situational morph that can get you into more trouble if 
used improperly. Unite Rocket is somewhat superfluous after you get Wonderful | 
Rising on nearly any of the main seven Wonderful Ones, as a double-jump with 
well-timed Risings can help you reach greater heights than Unite Rocket can 
reach. | 
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CUSTOM BLOCKS 


Speed Charge Energy Converter Hero Sense 
Unite Charge Hero Time Dodge Mine 
Hero Counter Double Power 


Of all the Custom Blocks, Unite Charge is one of the best early purchases you 
can make. lt can make powering up your Unite Morphs in combat much easier 
to manage, and the cost to your Unite Gauge can Бе offset by the improved 
natural regeneration from having Speed Charge equipped simultaneously. 
Energy Converter can be amazingly useful in tandem with the Attack Liner skill. 
Later in the game, you'll gain access to the Hero Time, Hero Counter, and Hero 
Sense Custom Blocks, and these are real game changers. Hero Time boosts 
the usefulness of Unite Spring by a huge degree, Hero Counter rewards skilled 
players with the ability to take no damage from most direct assaults if used 
properly, and Hero Sense is almost too useful so long as you've got the Unite 
Gauge to trigger it. Between these three blocks, you can get through otherwise 
dire situations without a scratch, a key component to any Pure Platinum run. 


Dodge Mine and Double Power are a bit less vital than the other blocks 
mentioned here, but they are worth talking about. Double Power ramps up your 
damage significantly, which can help your fight against tougher opponents. 
Dodge Mine сап be an extremely dirty tactic to use against enemies, in 
conjunction with Unite Bomb and Unite Spring. It's quite situational, but it is 
rather funny to use against enemies like the Doora and its variants. 


As for the Custom Blocks we didn't list? There's an argument to be made 
in favor of Safequard and Auto-Guts. Both blocks work on the same principle as 
Hero Sense: Immediate danger triggers their effects. However, Safeguard and 
Auto-Guts both keep you in the immediate line of fire. One involves you taking 
damage, and the other isn't infallible and attacks can break it to still cause 
damage. Neither of these things is conducive to scoring Pure Platinum. Other 
blocks, like Healing Guts and Item Catcher, have decent utility and certainly can 
be solid choices for any player, but their usefulness is far outweighed by the 
sheer effectiveness of the recommended Custom Blocks. 


SKILLS 


Attack Liner Formation Charge 


There are only three skills to buy, and while they are all useful, Attack Liner, in 
our opinion, stands head and shoulders above the other two. Very few enemies 
can flat-out stop a Wonder-Liner traveling through it and causing continuous 
damage. In conjunction with the Energy Converter Custom Block, you can do 
damage while recharging your Unite-Gauge and health. An amazing amount of 
utility at a relatively low cost. 


The Formation Charge is pretty awesome. However, later in the game you 
can set up situations that let you get more or less the same effect almost as 
quickly with standard Team Attacks, thanks to Unite Bomb, Hero Time, or Hero 
Sense, Despite this, there are specific enemies—Tumeekey, the Diedough-Goo, 
Gedie Dough-Goo, and the Hah-Gonay—that Formation Charge can stun much 
faster, since you can throw so many more heroes at them at once, which is 
important because it takes so many heroes to stun them in the first place. 
Stunning enemies figures heavily into scoring big combos and keeping your self 
safe from harm. This is an expensive skill to purchase, though, and in light of 
other important purchases to make, Formation Charge is a lower priority. 


Speed Liner isn't worthless, It's actually pretty useful during action 
sequences requiring you to draw specific shapes, as it helps max out your 
Q-Parts bonuses during those. Speed Liner really comes into its own during 
101% Hard, where you've got no fancy time dilation to let you take your sweet 
time drawing those shapes for your Unite Morphs. However, Speed Liner isn't 
nearly as critical to your success on a first play-through. 
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GENERAL COMBAT TIPS 


Regardless of whatever it is you're fighting, there's a few universal "rules" to follow in any battle: 


Stay mobile: If you're not actively attacking something, defending against 
attack with Unite Guts/Unite Spring/an appropriate Unite Morph, or following 
a counter prompt, there's very little reason to hang around the same spot, 
unless you are trying to use Unite Camp to recharge. Many enemies have 
attacks that will punish those who sit still for too long. 


Know when to use Unite Guts: It's easy to fall into the habit of using Unite 
Guts the momient you see an incoming attack. Unfortunately, while Unite 
Guts does solve a lot of problems, it is not the universal solution to every 
problem. There's a lot of attacks out there that don't respect Unite Guts at 
all. Use our enemy tables on page 348 to know exactly what you can do to 
defend yourself against everything every enemy can throw your way. 


Use your healing and Unite Gauge restoration items: Don't hold on to 
your Wonderful Noodle Soups and Wonderful Cakes too tightly! They are 
meant to be used. There is no penalty in using them. Maybe it'll sting your 
pride a bit, but that'll hurt worse if you actually lose a fight and have to 
continue, which ultimately costs you more. 


Avoid using items that will cost you a rank: This doesn’t contradict the 
previous advice at all. Unless you're absolutely desperate to get through a 
difficult section, the items that cost you a rank at the end of an Operation 
are never powerful enough to offset that cost. 


Immediately break the special defenses of enemies who possess them: 
There are many enemies that have special defensive armor that requires you 
to use specific means to break through it. Barring any external interference, 
you should focus on using the correct Unite Morph to beat those defenses. 
Oftentimes this extra layer of armor will protect the enemy from harm until 
you deal with it. 


Go for the stun: Either through proper counters with Hero Counter or Unite 
Guts or by using Team Attacks, the majority of enemies you'll face in the game 
have some vulnerability to getting stunned. Take advantage of this. Even a 
number of bosses are susceptible to getting stunned. Stunned enemies are 
exploitable enemies, allowing for lengthy combos for heavy damage. 


Go toward the long combos: One aspect of your final grade at the end of a 
mission is your combo rating. To satisfy the Platinum requirements, you need to 
use multiple Unite Morphs while going on the attack to help boost your combo 
multiplier. If you take too long in between hits, your combo multiplier will reset. 


Be efficient: Early into any Operation, you don't have a full Unite Gauge and 
must max it out by collecting Wonderful Batteries. However, battles will still 
occur regardless of how much Unite Gauge you've got to work with. Keep those 
limits in mind, and use the appropriate level of Unite Morphs to deal with the 
enemy. Cutting loose blindly will only leave you out of energy and no longer on 
the offensive—worse still, it will leave you without the energy to use defensive 
Unite Morphs when you need them most. Stave this off by using Wonderful 
Cakes, but early in a first play-through, you'll not have many of those handy 
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WONDERFUL COMBAT 


Some of these special tactics require the use of Unite Morphs, Custom Blocks, or skills you might not acquire until later in the game. Some of these tactics are basic 
commonsense tips to get the most out of your various abilities. This section is meant to inspire as much as it is to inform you about the possibilities your Wonderful 
Ünes possess. 








| 


A basic but versatile boost to your capabilities is to purchase the Attack 
Liner skill and the Energy Converter Custom Block. Hitting enemies with your 
Wonder-Liner will help recharge your Unite Gauge, and when it Is filled, you'll 
regain some health. 





You can do this the moment you get Wonderful Rising for your base Unite 
Morph attacks. Generally, juggle combos work best with large enemies, like 
the Diedough-Goo or Hah-Gonay, as they are such large targets it's hard to 
miss them. 


It's possible to keep an enemy in the air almost indefinitely with the 
proper use of Multi Unite Morphs and properly staggered use of Wonderful 
Rising. First, launch a stunned enemy into the air, follow them up, and throw in 
some extra hits to keep them airborne. While you do that, send out a Multi Unite 
Morph, preferably Unite Sword, but Unite Claw and Unite Hand can also work. 
Your teammates will maintain the juagle but will eventually drop the combo. 
However, if you let the leader under your control fall back down to the ground, 
you can leap back into the fray with another Wonderful Rising just as the enemy 
falls toward you, “catching” them and keeping them stuck in midair, completely 
at your mercy. 


As you get farther into the game, you can expand on this technique 
as your arsenal improves. For example, if you stand under an enemy you ve 
launched, you can toss a Unite Bomb straight up into them. This slows down 
their rate of ascent or descent, allowing you to land more attacks while the 
effect lasts. luggles are your bread and butter when it comes to scoring enough 
Combo points for a Platinum rating, so be sure to exploit this. 
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HERO TIME/HERO SENSE SHENANIGANS 
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Hero Time and Hero Sense are two of the best Custom Blocks to have 
equipped. They can slow time if you Unite 5pring away from an attack at the 
last moment or if you are in danger of taking damage. These effects stack. 


Certain enemies, like the Gehdown and the Gedie Dough-Goo, have spike 
armor that damages you on contact. The game registers this as an attack 
So, simply approaching the spike armor can trigger Hero Sense. If you Unite 
Spring away from the spike-armored enemy al that point, you'll also trigger 
Hero Time. With the game world slowed down so much, you should have little 
trouble ripping off their armor with Unite Whip. 


In general, апу attack you can see coming is ripe for this tactic. Beam 
attacks are a good example. Since they are a constant threat of projecting 
damage, merely being close to the laser will trigger Hero Sense, and you can 
constantly Unite Spring away from the beam, then run back and repeat the 
process to keep up Hero Time. 
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This tactic works best against isolated targets, though it is possible to catch 
multiple enemies in a small Unite Bomb blast to slow them down. With the 
Dodge Mine Custom Block, you can set a mine with every use of Unite Spring. 
With the enemies slowed down by the small Unite Bombs, you can lay down a 
considerable number of mines using the Wonder-Liner (enhanced by Attack 
Liner and supported by the Energy Converter Custom Block) to spear the 
enemies and refill your Unite Gauge to help maintain the Unite Bomb—Unite 
Spring spam. This is an excellent way to deal with the frustratingly quick Doora 
series of GEATHIERKs. 











When clearing out a large number of smaller enemies, use Unite Sword early 


on; make it as large as possible and then swing away. However, this is less 
viable when armored opponents step into the fray, for when the sword strikes 
the armior, the Unite Morph will be shattered, scattering your team across 
the battlefield. You can avoid this by using Unite Hammer, The Unite Charge 
Custom Block will let you quickly charge up a Unite Hammer to the maximum 
possible strength. You can then use Wonderful Rising to get a good height 
over the battlefield, and perform a single downward strike from on high. The 
ensuing shock wave on impact will damage, if not destroy, smaller foes while 
also damaging armored ones. 
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While Unite Claw doesn't build up your combo multiplier particularly fast, its 
ability to freeze a target in place is extremely valuable. You can freeze launched 
enemies in midair, either by leading with Unite Claw yourself or by summoning 
members of your team to do it. Unite Claw makes an excellent supporting Unite 


Morph in general for any combos. 


In addition to this, there are multiple enemies that require you to 
use Unite Claw to pry open their defenses to get at their weak points: the 
Hah-Gonay, the Deah-Kani, and the Die-Rixen. While you are busy prying open 
these specific enemies, you are effectively invincible! This is especially useful in 
battles against multiple Hah-Gonay. 


UNITE WHIP SLAM CONTROL 








Unite Whip can pick up and slam or throw stunned enemies, most prominently 
the Orgon, Dahkarts, Hoedown, Raydown, and Gehdown. This aftack 15 heavily 
damaging, but it immediately ends the stun, so if the enemy 15 not destroyed, 
they can still fight back and potentially cause damage. Rather than going for 
the whip slam, launch the enemy with Wonderful Rising and work on an air 
combo instead. You can ultimately cause more damage in the end, 
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THE WONDERFUL 101 
SCORING SYSTEM 


The Wonderful 101 grades all ranked missions in the Story mode on three specific criteria and assigns a medal rating in each of these categories. The average value 
of your score determines the overall rating for your mission. The highest rank possible, Pure Platinum, requires you to score a Platinum in all three categories, no 
exceptions. Before every ranked mission in this guide, there 15 а chart showing you the requirements in each category, across every difficulty, necessary to achieve 


a Bronze, Silver, Gold, or Platinum medal. 


t can be easy to finish a fight quickly without getting harmed, only to miss the combo requirement hy so much you don't even rate a Bronze medal. It's not 
just about pure efficiency and never getting hit; it's also about style, mixing your attacks up, and maintaining a persistent combo multiplier throughout the fight. 


TIME 


Time is easy enough to understand: Complete the fight within a certain amount 
of time and receive a rating and a point bonus based on that rating. Platinum 
limes tend to be pretty demanding, but are never impossible. If you're 
struggling with time requirements, it's most likely because you're not fighting 
the enemy efficiently, either by getting hit a lot, spending too much time juicing 
up your combo score, or not being aggressive enough to exploit openings 
revealed by your opponents. Time can be particularly frustrating to achieve 
during the boss battles, all of which are highly scripted, with numerous phases 
to battle through before you achieve victory. 


DAMAGE 


There is one rule to scoring Platinums for the damage rating: Don't get hit. 
Ever. Not even a little bit, Yes, even running into an ambient fire counts as 
damage against your Platinum ranking during a graded mission. 


You can make this easier to achieve, primarily through the use of Custom 
Blocks like Hero Sense, Hero Time, and Hero Counter. The time-dilation effects 
af Hero Sense and Hero Time can help get you out of harm's way without a 
scratch, while Hero Counter lets you bat aside most attacks with surprising 
impunity, assuming you can get the timing down. 





COMBO SCORING 


This is the most complex part of the scoring system. Your combo score iS 
influenced by numerous factors: 


COMBO SCORE BONUSES 





DESCRIPTION 


Unite Morph Strike | Tallied per hit with a Unite Morph 50 
Special Unite Tallied per hit with a Unite Morph during Shooting 10 
Morph Bonus Missions 

Enemy Weapon Tallied per hit witha weapon dropped by a 300 
Strike Bonus GEATHIERK 

Stagger/Air Combo | Bonus applied when stricken enemy is stunned or 100 
Bonus airborne while taking damage 

Counter Attack Requires Hero Counter Custom Block, applied for 100 
Bonus every successiul parry 


Unite Guts Bonus | Applied upon successful reflection of enemy attack 200 
with Unite Guts 


Unite Spring Bonus | Applied upon successful evasion of enemy attack 200 
with Unite Spring 

Throw Bonus Applied after successiully picking up and throwing 150 
an enemy with the Wonder-Liner 

Small Special Bonus points awarded during Shooting Stages 50 

Bonus 

Medium Special Bonus points awarded during Shooting Stages 100 

Bonus 

Large Special Bonus points awarded during Shooting Stages 300 

Bonus 

Extra Large Bonus points awarded during Shooting Stages 1,000 


Special Bonus 
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А big combo in the making. 


The key to maximizing your point score is to use a variety of Unite Morphs 
to boost the Combo multiplier. As all your paints are tallied up while you go 
on the attack, a fluctuating Combo multiplier will appear next to the running 
total of the points being earned from all the bonuses you're gaining during 
combat. Boosting it comes from using multiple Unite Morphs in the middle of a 
combo. H you stick to Unite Claw all day, you might hit the enemy a let, but your 
multiplier will be very low, and your total points will suffer in the end. 


To counter this, you need to switch between Unite Morphs and summon 
your teammates to support you with additional Unite Morphs, and you need to 
use the full extent of your combat skills, mixing in Wonderful Rising, Wonderful 
Stinger, and Wonderful Cyclone. Different Unite Morphs improve your Combo 
multiplier by different amounts. Unite Claw is at the low end of that spectrum, 
while Unite Hand, Sword, and Whip tend to provide the greatest boosts to 
your combo multiplier while also maintaining your overall efficiency at quickly 
dispatching your foes. 
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HOW ТО USE THE WALKTHROUGH | 


The Wonderful 101's Story mode is organized as follows: 


Prologue, nine Operations (all divided into multiple parts), and an Epilogue. The meat of this guide is showing 


players how to navigate through the Operations, locate all hidden collectibles, and beat every mission in every Operation. 





The nine Operations chapters in between the Prologue and Epilogue all contain maps when applicable, 
showing the locations of all missions. Icon callouts point to locations on the maps, referring to specific 
parts of the walkthrough text denoting key points of interest, collectibles, or helpful navigation advice. 


The majority of these maps are taken directly from 


eas? 





Every map includes a key 
to illustrate what all the 
icons mean. 


the game, to help players match the terrain they 


are seeing in-game with the overhead maps in the guide, 


MISSION GUIDES 


The walkthrough places special interest on 
the ranked missions that appear in each 
Operation. When you reach a mission location, 
the guide indicates which mission you've 
reached and shows the score requirements 
necessary to achieve specific medal ranks 
across all difficulties and what enemies you'll 
face on Very Easy through Normal modes 
and on Hard through 101% Hard modes. 
The text will detail any useful advice about 
fighting enemies at that location. 


All missions are detailed in their own 
mission sections, whether they are standard 
missions that you'll come across if you 
progress straight through an operation, 
secret missions that require you to backtrack 
through an area to activate them, or the 
hidden Каһкоо-гедаһ portal missions 
scattered through every Operation. 
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HARD AND 101% HARD MODE GUIDES 
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m bo вайну NTRODUCTIDN 
. HARD AND 101% HARD MODE PRIME 
| = Certain battles change entirely when playing on the Hard and TRAININ 
101% Hard modes, providing a different set of enemies that you WALKTHROU єн 
normally would not encounter on lower difficulty settings. For mS 
those sections, the guide contains specific advice for dealing with m 
EE those types of situations. ACHIEVEMENTS 
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You't. Be Back ERATION 2 
GEATHJERK ENCOUNTER 

Certain collectibles cannot be obtained on your first play-through of the first OPERATE 
As you progress through the game, you will encounter new four Operations. It's not until you complete Operation 005-A that you will have OPERATION 4 
types of enemies. We use this specific box-out to highlight new all seven core members of the Wonderful 100 on your team, so for the first four TOM 
encounters. The battles that introduce new enemy types go into Operations of the walkthrough, we point out collectibles that are easy to miss on ей 
greater detail оп how to defeat them. Additionally, more specific a first pass of a level; this will help players who are hunting for the collectibles ERATION 6 
information on all enemies can be found in the "GEATHJERK they had to pass up before, Рахт: 
Files" chapter on page 348, which contains charts that show what O 
kinds of attacks the enemy uses and what abilities you can use to 2 
properly counter them. OPERATION 9 





Additionally, special tips or notes about a given section can be found throughout the walkthrough, detailing any extra information about a particular section | OPERATION 101 


that could assist you. WONDERES 
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MEDAL REQUIREMENTS 
` ELEMENT PLATINUM GOLD 









SILVER BRONZE 


0:25 0:30 | 0:40 0:50 VERY EASY 
0:25 0:30 0:40 050 | EASY 

Time 0:20 025 | 0:30 0:40 NORMAL 
0:20 0:25 0:30 0:40 | НАҚ 
0:20 0:25 | 030 0:40 | 101% HARD 


Welcome to The Wonderful 101! While the Prologue introduces you 
to the basic mechanics of the game and sets you up for a wild ride, 
you are already under the watchful eye of the game's score system. 
This is a simple first mission, however. Collect the 20 students in 
the next two compartments on the bus as quickly as possible while 
moving forward. 





zd ----- - PROLOGUE 
Try your best to achieve the Pure Platinum ranks during the Prologue missions, as you gain a significant point bonus for each mission you clear at that rank, These OPERATION 
are arguably going to be the easiest Pure Platinums you'll achieve in the entire game. If you can clear the Prologue with a Platinum or Pure Platinum rank, you'll — орЕРАПОМ 2 
slart the first real operation with a significant point advantage, allowing you to purchase the Unite Guts ability before you start the main game. We also recommend 
replaying the Prologue to make sure you have enough points to also purchase Unite Spring. 





MEDAL REQUIREMENTS 


ELEMENT  PLATINUM GOLD SILVER BRONZE 





0:05 010 | 0:15 0:20 VERY EASY 
0:05 0:10 0:15 0:20 ЕА5Ү 
Time 0:05 0:10 0:15 0:20 NORMAL 
0:05 0:10 0:15 0:20 HARD | 
005 | O10 | 0:15 0:20 101% HARD 
7! CENTINELS 







IDENTIFICATION 
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After encountering P-Star, your robotic assistant, you're told to 
quickly head to the front of the bus, as it is on a collision course 
with the school Will teaches at. Follow the command prompts 
onscreen to sprint through and then atop the damaged bus. 
You'll eventually be blasted back into the bus, where your first 
encounter with the enemy commences. As soon as you encounter 
the enemy ground troops, Mission 2 of the Prologue begins! Do 
not waste time trying to fight the enemy just yet; just sprint past 
them until a cutscene plays out. An easy Pure Platinum! 





ITHJERK Encounter: DoucH-Goo 


jere 2 PERATI ON - 


ENEMIES DPERATION 


The basic trooper of the GEATHJERK, а Dough-Goo alone is still 

a dangerous opponent to any person caught alone without the 
means to fight back. The Dough-Goo, however, is almost never 
deployed alone and without support. Squads consisting of dozens 
are already teleporting onto the bus, and as of yet, Will does not 
have the means to fight back. For now, just run! 


н: ERK ENcouNTER: CoucH-FooN 


атыпты ты» 
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The staple GEATHIERK assault landing ship spearheading 

the invasion of Blossom City is the Cough-Foon. Loaded with 
GEATHIERK infantry and land warfare vehicles, Cough-Foon present 
a much greater threat beyond their massive beam cannons, and 
they are entering Earth's atmosphere by the hundreds! 
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Despite your best efforts to 
a Cough-Foon blasts 
the compartment of the bus 
you're on. Will Wedgewood, 
however, performs a dramatic ЕЕЕ 
transformation and becomes Wonder-Red, a member of 


run, 
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Prima Official Game Guide 









ELEMENT PLATINUM GOLD 
0:30 0:40 0:50 
0:30 | 0:40 050 
Time | 030 040 | 050 
130 1:40 | 1:50 
"130 | 140 | 150 
е as | 30 | 5 
| 35 | 30 | Ж 
Combo | 4 40 | 30 
100 90 | 80 
100 90 80 
о | 100 | 200 
ШЕЕ: 00 200 
Damage p 100 | 200 
0 100 | 300 
0 100 | 300 


SILVER BRONZE 


1:00 
A 0 
1 00 
2:00 
2:00 
20 
20 
20 
50 
50 
300. 
390 
300 
500 
500 


the Wonderful 100! 


ENEMIES PRESENT (VERY EASY-NORMAL) 


Wave 1: Dough-Goo x3 
Wave 2: Dough-Goo x3 


ENEMIES PRESENT (НАВО-101% HARD) 


Wave 1: Dough-Goo x3 
Wave 2: Diedough-Goo x1 


primagames.co 






VERY EASY 
EASY 
NORMAL 
HARD | 
10155 HARD 


VERY EASY 


EASY _ 
NORMAL 
HARD 


| 101% HARD 
VERY EASY 


EASY 
NORMAL 
HARD 
101% HARD 








Now transformed, Wonder-Red can dispense fistfuls of merciless 
justice on the Dough-Goo troops that accost him atop one of 
the bus cars. The trick here is to keep the enemy from charging 
their rifles to set up their lunging attacks. If you can group the 
Dough-Goo, you can catch multiple targets with every punch. 
Work quickly and get that Pure Platinum! 


This is the first time you can collect O-Parts from your fallen enemies! Q-Parts 
are the currency you need to amass in order to purchase upgrades at the 
Wonderful Mart in between operations. You also gain bonus Q-Parts for the 
rankings earned during missions. 


ST 


HARD AND 101% HARD MODE 


EE > - "a - 








- Я л г " 








The Diedough-Goo that makes up the second wave is quite 
intimidating, especially when you're all alone. You will have to 
make every opportunity to strike count, as the time requirements 
for these difficulties are very strict. Don't get so focused on doing 
damage that you neglect avoiding incoming attacks. Try to keep 
the fight away from the corners af the bus, and to avoid getting 
trapped, stay away from them when the Diedough-Goo inevitably 
enrages. 


of fellow Wonderful Ones. 


Shortly after the brawl ends 
a Gaia Defense Army APC roi 
alongside the damaged bus, wa 
a man standing atop it calling fax 
Wonder-Red to jump aboard. Е 
none other than Wonder-Blue | 
and he's accompanied by a squag 



















MEDAL REQUIREMENTS 








SILVER BRONZE 





ELEMENT PLATINUM GOLD : 
0:40 0:50 1:00 100 VERY EASY 
0:40 (:50 1:00 1:10 | EASY 
Time 035 040 050 100 | NORMAL 
1:30 1:40 1:50 2:00 HARD 
1:30 1:40 1:50 2:00 101% HARD 
900 700 600 300 VERY EASY 
900 700 600 300 EASY 
Combo 1000 | 800 500 300 NORMAL 
2500 2000 | 1500 1000 HARD 
2500 2000 | 1500 1000 101% HARD 
0 100 | 200 300 МЕКУ EASY 
9 100 | 200 300 EASY 
Damage 0 100 20 300 NORMAL 
0 500 | 1000 2000 HARD 
0 500 1000 2000 101% HARD 


ENEMIES PRESENT (VERY EASY—NORMAL) 
Wave 1: Dough-Goo x4 
Wave 2: Dough-Goo x5 


ENEMIES PRESENT (HARD-10 1975 HARD) 
Wave 1: Dough-Goo x3, Chew Dough-Goo x1 
Wave 2: Dough-Goo x3, Chew Dough-Goo x1 












Shortly after joining up with your fellow heroes, you go through the Wonder-Liner 4, 
tutorial. Using either the touch screen on the GamePad or the right analog | 
stick, draw the requested shapes within the specified time limit and use the А 
Button to commit to the Unite Morph before time runs out. 


BRINGING THE BAND Back TOGETHER 


At this point in the level, you now have a team with which you can Unite Morph 
to cause significant damage to the enemy. More importantly, if you are playing 
through the level again after progressing farther into the game, this team will be 
filled with any of the Wonderful Ones you have recruited throughout your journey 
I you want to find all of the secrets in every level, including the Proloque, revisit 
the operations once you've unlocked at least all of the main Wonderful 

Ones in order to have access to their unique Unite Morph abilities. 


WALKTHROUGH 


ACH FVEHENTS 








PROLOGUE 


| Une a Unite Attack! 
^ * жұ 
| © سي‎ Je 


More Dough-Goo teleport onto the bus to combat the newly re-formed Wonderful 100. This is your first real fight. The Dough-Goo 
are surprisingly agile and are capable of evading Unite Morph attacks. You can use your X button Team Attack to sic members of 
your team onto the enemy to hold them in place while you line up Unite Hand or Unite Sword attacks. Note that while the Dough-Goo 
are in the middle of their evasive rolls, they are invulnerable. You can bait them into a roll with a single strike, then catch them as 
they recover from their roll. 


HARD AND 10195 HARD MODE 


This battle is a bit tougher with the inclusion of Chew Dough-Goo, 
but otherwise even on 101% Hard you will not be particularly 
pressed to clear this mission. The challenge will be managing 
to land a large enough combo while also clearing the mission 
quickly without sustaining extra damage. 





“ЧҮ alt= ап 
m: 


- 0 M м 


ы 
т 


Team Attack 1А j 
Ж 





51 

















Once the fight is resolved, you'll receive a rating for completing the mission; 
then a missile barrage will blast open the bus. Drop inside Compartment 5 
of the bus to continue forward. Make sure you explore this car thoroughly 
to collect the Wonderful Batteries that are strewn about to boost your Unite 
Gauge. You can also find a capsule containing Wonderful Noodle Soup to Go 





in this compartment. To escape, you'll have to bust your way through a set of 
broken doors to reach Compartment 4. 





After you acquire the Unite Hammer ability, return to the Proloque to pick up a 
few hidden secrets. One of the first is just after you land inside Compartment 5 

f the bus. Pound the ground underneath the hole in the roof with Unite 
Hammer to uncover a hidden item, 






Once in Compartment 4, you'll have a tutorial on how to extend the Wonder-Liner | 
around civilians to gain reinforcements. You'll climb to the top of the car to 





= Еч М 


recruit your first permanent addition to the team, Wonder-Professor, along 
with more civilian volunteers. 





Staying on the top of Compartment 4, if you travel back toward Compartment 


5, you will find a ring of Wonderful Batteries sitting conspicuously alone. Return 
to this part of the Prologue after you obtain Wonder-tellow. His Unite Hammer 
ability, it slammed into the center of the ring of batteries, will reveal а 

hidden item. 
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MISSION 5 








MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 
_ 0:40 | 050 100 1:10 VERY EASY 
0:40 0:50 | 1:00 1:10 | EASY 
Time 0:35 0:40 | 050 100 NORMAL 
1:330 1:40 1:50 200 НАВО 
1:30 1:40 | 1:50 200 101% HARD 
900 700 600 300 VERY EASY 
900 700 600 300 ЕА5Ү 
Combo 1000 800 500 300 NORMAL 
2500 2000 | 1500 1000 HARD 
2500 2000 | 1500 1000 101% HARD 
0 100 200 300 VERY EASY 
0 100 200 300 | EASY 
Damage 0 100 200 300 NORMAL 
0 1000 | 2000 4000 НАК 
0 1000 | 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY—NORMAL) 
Wave 1: Dough-Goo x5 
Wave 2: Dough-Goo x5 


ENEMIES PRESENT (HARD—101% HARD) 
Wave 1: Mini-Dahkarts x3 
Wave 2: Dahkarts x1, Mini-Dahkarts х2 


10# 100| 


ғы 


EIC ET, 
for Unne Sucre! 





As you cross over to Compartment 3's roof, you encounter the 
largest contingent of Dough-Goo you've yet seen, Work quickly, 
but don't get reckless and ignore stragglers on the outskirts of 
the fighting. If you're just starting out, you don't have many tools 
to help avoid their charge attacks. Switch to Unite Sword. Even 
if you can't kill them all in one swipe, you can keep them on the 
defensive and prevent them from landing a blow that will cost 
you the Pure Platinum rank. 


7s арр е 


ar. a нз fer Unita Han 


The Mini-Dahkarts іп the first wave are not an issue, but their big 
brother that shows up on the second wave is a different matter. 
You don't have much room to work with atop the bus, which can 
make the Dahkats' sweeping attacks tough to avoid. Wipe out the 
little guys first, then work on stunning the Dahkarts so you can 
set up a lengthy, damaging juggle combo. 








AGAIN WITH THE YELLOW HAMMER TIME 





At the start location of Mission 5, you can find a couple of secrets with the Unite 
Hammer, On top of Compartment 3 is a pair of closed hatches. Pound the first 
of these with the Unite Hammer to uncover Wonderful File No. 2. 


Extend the fine to the 
ef athar stds for кті Chaini 


Another major secret found in the Prologue also requires the use of 
the Unite Hammer, In the aftermath of Mission 5, a missile barrage blasts 
Compartment 3 away from the rest of the bus, and you're prompted to 
Unite Chain across the gap. Instead, use Unite Hammer on the hatch at 
the front of the compartment to drop inside. Use the Unite Hammer once 
more inside the bus car, near the rear. This reveals a Kahkoo-Regah 
portal for Secret Mission 6. You don't get your official introduction to these 
portals until you're deep into Operation 001, and until you have Unite 
Hammer, don't worry about coming back to the Prologue for this mission. 
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PROLOGUE 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM 





SILVER BRONZE 


0:35 0:40 0:45 0:50 NORMAL 
Time 1:20 1:30 1:40 2-00 HARD 
1:20 1:30 1:40 2:00 101% HARD 
140 120 100 80 NORMAL 
Combo 85 70 60 50 HARD 
85 70 60 50 101% HARD 
0 | 2 3 NORMAL 
Damage 0 | 2 3 HARD 
0 1 2 3 101% HARD 


ENEMIES PRESENT (VERY EASY—NORMAL) 
Wave 1: Chew Dough-Goo 


ENEMIES PRESENT (HARD—101% HARD) 
Wave 1: Diedough-Goo 


REWARD FOR COMPLETION 
Normal Mode: Figure No. 26 Wonder-Professor 
Hard Mode: Figure No. 51 Wonder-Rabbit 
101% Mode: Figure No. 1 Wonder-hed 


~~ ا‎ 
After every battle in Kahkoo-Regah, you're given a collectible reward regardless 
of the rank you earned for completing the mission. This reward changes 

between difficulty settings. You can get a total of three different Wonderful 

figures from each portal to Kahkoo-Regah, based on the Normal, 

Hard, and 101% Hard difficulty settings. NOTE 


This is a deceptively hard Secret Mission to accomplish at first 
glance. With only Wonder-Red, you must defeat a Chew Dough-Goo. 
Your lack of a proper team means you get no Unite Morphs to 
work with. Focus on bringing down the Chew Dough-Goo as fast 


— a dies жик ыш шел тасы. | | 
———— چ ج ج‎ — аз you can, but it will also summon in Dough-Goo reinforcements 


HARD AND 


with annoying frequency. Chew up that Chew Dough-Goo before 
you even consider taking on the small fry. 


This can be a frustrating secret mission to Pure Platinum, 
as the time requirement is tough to meet while also meeting the 
combo requirement. Wonder-Red by himself just doesn't pile on 
the damage, which makes defeating the enemy a time-consuming 
process. You also lack all of the defensive abilities you are likely 
used to having by the time you come back for this Secret Mission. 
Just keep at it! 


101% MODE 


A lone Diedough-Goo replaces the Chew Dough-Goo from the 
lower difficulties, and it's a big threat as always. However, you've 
got a lot of room to avoid its wrath, so as long as you pay 
attention and avoid taking hits, you can bring the giant down 
under the par time for a Platinum ranking. Even the combo 
requirement is easy enough to reach so long as you make every 
moment that you can strike the Diedough-Goo count. 











After completing Mission 5, the third compartment is severed from the second 
as you try to cross between the cars. Use the Wonder-Liner to create a bridge 
that will take you safely across the growing gap between cars. The second 
| car gets blasted away from the front of the bus, and you'll have to repeat the 
bridge-making process. 


This is a secret that can be easy to miss while crossing over Compartment 2. 
Use the Unite Hammer on the first hatch you find on the roof, before the missiles 
crash onto the bus. You have to sprint to the hatch with all the speed you can 


muster. 








WALKTHROUGH 
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Finally as you reach the front of the bus, you must use the Wonder-Liner to 
craft a ramp that will safely launch the bus over the school, and then use the APCRATION 
Wonder-Punch to send the bus into one of the GEATHJERK Cough-Foons. This 
saves the school and completes the Prologue! 
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OPERATION 001: 
BLOSSOM CITY OUTSKIRTS 
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OPERATION 001-А 


MISSION 7 k Ж 
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MISSION 10 в 


MISSION 12 








` WALKTHROUGH 


| OPERATION 1 | 
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Buy Unite Guts AND UNITE SPRING 


If you're starting out for the first time, run the Proloque mission until you can afford the Unite Guts and Unite Morph defensive abilities before you start Operation 001; 
however, with a single Pure Platinum run attempt, you can easily afford both. Almost immediately you encounter an enemy whose entire offense can be nullified by a 
well-timed Unite Guts. As a general rule, Unite Guts is the answer to many problems the game throws your way. When Unite Guts doesn't work, you can use Unite Spring to 
get out of an enemy's way. 





Your starting location is none other than Blossom Gity Elementary School. [1] Before you try to move away from the school, extend the Wonder-Liner 


Start going to town on the local scenery. Many of the breakable bits of the into this open window on the school building to collect Wonderful Figure 
environment contain useful O-Parts, Space Peppers, Carrots, and Egaplants. No. 11. 
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250 | 310 | 330 | 350 | VERY EASY = Жаа» 
| 230 250 | 310 | 330 | EASY = | ~ 
| | rime |20 | 230 | 250 | 310 | NORMAL 
| woo | wio | 130 | 200 / HARD _ 
1:00 130 | 130 200 101% HARD | 
1000 800 500 200 | VERY EASY 
1500 | 1200 | 800 | 500 | EASY 
— Combo ` -2000 1590 | 1000 | 50 | NORMAL || a б? | 
| 3000 2590 | 2000 | 100 | HARD _ a ntt (La es 
"4000 | 3500 | 3000 | 2000 101% HARD в LOTTU 
i 0 500 | 1000 | 200 | VERY EASY | | пт 
10 | | 1000 | 20 | ЕА 
Damage 0 500 | 1000 | 2000 NORMAL — 


i000 | 2000 | 4000 | HARD 
1000 | 2000 | 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Dough-Goo, Chew Dough-Goo (o ‘cms with a Unite Анаси | 
Wave 2: Dough-Goo, Chew Dough-Goc 





As you cross the school courtyard, GEATHIERK deploys a squad with heavier firepower in hopes of ending your adventure. The Chew 
Dough-Goo is much tougher than the individual Dough-Goo, so do not get careless. Zoom the in-game camera out as far as possible 
to help watch for any potential flanking maneuvers. If you took the advice at the start of this chapter and purchased Unite Guts and 
Unite Spring, you have more options. The Chew Dough-Goo and its little assistants heavily telegraph their melee attacks, giving you a 
chance to prepare Unite Guts to bounce them away with the right timing. Unite Guts also stops the Dough-Goo's blaster shots. 


TURNING THOSE Evit FRowNs Upsipe Down 


When Dough-Goos or Chew Dough-Goos are defeated (and not cut in half by Unite 
Sword or blasted into any nearby obstacles or other enemies), they start to emit a 
bright light that grows more intense until they finally self-destruct. You can use the 
Wonder-Liner to wrap them up in this dire moment of need to convert them to the 
right side of justice. You can also earn a reward for the Bottlecap Collection. See 
page 375 for more details about these in-game accomplishments. 
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[2] As you proceed into the neignbornood, you'll 





encounter several civilians you can recruit into your 


ranks. А little past the first cluster of civilians is a circular 
planter; circle it with a Wonder-Liner to restore it, and 
t grants you a healing item. Just about every house 
ning the street has numerous breakable objects to take 
advantage of, as well as hidden Space Vegetable items for 
mixing and batteries to boost your Unite Gauge. However, 
wait until after Mission 2 ends before you take the time to 
really pillage a suburb of all its goods. 


ERR 
ATHJERK Encounter: CHEW DoucH-Goo 


TEES go. 5 














The commander of lesser Dough-Goo is significantly more dangerous 
and resilient in every way compared to its lessers. Capable of powerful 
melee attacks, and amazingly fast despite its size, a Chew Dough-Goo 
can dash into range, deliver its punishing strikes, and bowl over a 
crowd of Wonderful Ones with ease if they are caught unawares. Like 
the standard Dough-Goo, a Chew Dough-Goo can also use a special 
roll-dodge to make itself temporarily invulnerable. One of the most 
dangerous traits of the Chew Dough-Goo is the ability to summon many 
Dough-Goo for reinforcements. 
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MEDAL REQUIREMENTS 
| ELEMENT PLATINUM GOLD 






SILVER BRONZE 





2:20 240 | 300 370 VERY EASY 
2:00 2:20 2:40 3:00 EASY 
Time 1:40 200 | 2:20 2:4 NORMAL 
100 1:10 1:30 1:50 HARD 
1:00 1:10 1:30 1:50 101% HARD 
1000 800 500 200 VERY EASY 
1500 120 800 500 EASY 
Combo 2000 1500 1000 S00 NORMAL 
3000 2500 | 1500 500 НАВО 
3500 3000 2000 1000 101% HARD 
D 500 1000 2000 VERY EASY 
0 500 1000 2000 ЕМ 
Damage 0 500 1000 2000 | NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Dough-Goo x6, Chew Dough-Goo x2 


ENEMIES PRESENT (HARD- 10196 HARD) 
Wave 1: Hah-Gonay 


























Mission 2 begins just as you cross into the neighborhood proper 
Two Chew Dough-Goo and a swarm of Dough-Goo teleport onto 
the street to confront you. One trick to help bolster your forces 
right away is to allow the Chew Dough-Goos to summon at least 
one group of infantry and let them charge you. If you picked up 
Unite Guts (which you really, really should) before starting the 
mission, you can stun a Chew Dough-Goo AND the infantry that 
formed up in front of it out of their charge attack, Use Unite Hand 
to put them in that near-death state, then Wonder-Liner a whole 


crowd to your side. 
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[3] After taking out this first group of troops, keep moving into 
the neighborhood. You're still on the clock for this mission. A 
helicopter crashes in the middle of the street, with the survivors 
bunched up near the crash site. Recruit them before punching or 
slashing through the wreck to continue. Аз soon as the chopper 
blows, Mission 2 is in the books. 


























HARD AND 101% HARD MODE 


mM | 
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The biggest obstacle to meeting the Platinum time requirement 
in this mission is the Hah-Gonay's tendency to drag the fight 
out by going into its defensive stance. Prevent this early on by 
starting the fight with the largest Unite Claw you can summon. 
Even if the Hah-Gonay goes defensive right away, a larger Unite 
Claw can pull its wings apart faster and leave it vulnerable to 
your follow-up strikes. А larger claw can keep the monster frozen, 
while you direct the rest of your team to keep pounding away 
with other Unite Morphs. 
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[4] As you reach the end of the neighborhood, you'll find clusters of civilians 
waiting to join the team. More importantly, if you destroy the parked yellow 
sedan across the road from a Wonderful Toilet, you will reveal the 28th member 
of the Wonderful 100, Wonder-Painter. The Wonderful Toilet contains a supply 
of O-Parts; collect them before crossing the roof of the nearby Shifty's Used 


Cars [5]. 
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just past Shifty's, an overturned fuel tanker [6] blocks your way forward, and 
civilians are pinned down close to the wreck. Wrap the Wonder-Liner around 
the tanker to lift it away from the civilians and throw it. This act also rescues 
another Wonderful One, the man known as Wonder-Beer. Afterward, use the 
Unite Hand to twist open the door to a locked warehouse. 











ELEMENT PLATINUM GOLD SILVER BRONZE 





1:30 150 | 2:10 2:30 | VERYEASY — : 
1:10 1:30 50 2:10 EASY | 
Тіте 0:50 1:10 30 1:50 NORMAL | AINING 
0:2 35 0:4 0:55 x | 
0:25 0:35 45 0:55 HARD лн 
0:20 030 040 0:50 | 101% HARD 
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OPERATION 1 
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The third mission of the operation is a puzzle that introduces you 
to a gameplay mechanic that puts the action on the GamePad 
screen and your television simultaneously. The warehouse you 
| enter has three gears you must use with Unite Hand to open the 
locked door at the warehouse's other end. On the door is “235"— 
that's the code you must enter, but there's nothing inside the 
warehouse to show you what numbers you're entering. However, 
on your TV, you still have an external view of the warehouse, and 
it clearly shows a three-digit counter. The numbers the counter 
starts on can be random, but the code will always be "235." Solve 
this puzzle quickly, and exit the warehouse as fast as possible. If 
you're speedy, this can be one of the easier Pure Platinums for 
this operation. 















Make this a bit easier on yourself by switching the touch screen display to your 
television, while the GamePad display is viewable on your TV. You still have to use the 
GamePad to move the camera around. 


As you exit the warehouse to continue deeper into the city, you encounter one of 
the more insidious creations GEATHJERK has at its disposal to intimidate humanity. 


EATHJERK ENCOUNTER: GATCHA 


аалы — ay 


| AGatcha poses 
| no true threat Бу 
itself, as it’s armed 
with no offensive 
capabilities 
whatsoever. 
However, its cargo 
should give even a 
hardened soldier 
a moment's pause: innocent men, women, children, and even members 
of the Wonderful 100 are imprisoned inside the Gatcha. Wonder-Red 
can use his unique ability to twist open the Gatcha’s lock, freeing one 
prisoner with every twist until the Gatcha is rendered empty, whereupon 
it self-destructs. Always free any and all citizens caught within a Gatcha! 


61 





ez 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 






SILVER BRONZE 





2:50 310 | 330 3:50 VERY EASY 

2:30 250 | 3:10 3:30 EASY 
Time 2:10 2:3 2:50 3:10 NORMAL 

1:30 1:50 210 2:30 HARD 

1:30 1:50 | 2:10 2:30 101% HARD 

1500 1200 | 800 500 | VERY EASY 

2000 1500 | 1000 500 ЕАЅҮ 
Combo 3000 2500 | 2000 1000 NORMAL 


5000 | 4000 3000 2000 HARD 
6000 5000 | 4000 3000 101% HARD 


0 500 | 1000 2000 VERY EASY 

0 500 | 1000 2000 | EASY 
Damage 0 500 | 1000 | 2000. | NORMAL 

0 1000 | 2000 4000 | HARD 

0 i000 | 2000 | 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Dough-Goo, Chew Dough-Goo 
Wave 2: Chew Dough-Goo x2 


ENEMIES PRESENT (HARD- 101 Fo HARD) 
Wave 1: Gurry Doora х2 





To save time, free the prisoners from the Gatcha before venturing 
farther into the lot behind the warehouse. Once the mission 
starts, you have a bit of footwork to do before it is completed. 
The assault is led by a Chew Dough-Goo and Dough-Goo infantry. 
For players on their first run through the game, you probably 
have a powerful enough group that your Unite attacks can be 
more capable than they were at the start. Don't forget that you 
need to work on your Combo rating in your rush to make the 
time requirements! Two more Chew Dough-Goo warp into the 
area once the first wave is destroyed. The exit from the parking 
lot opens up once the enemy is cleared out. 


HARD AND 101% HARD MODE 


The opening battle is а significant step above the Normal mode fight. The Gurry | ar E 
Dooras are extremely brutal in that relatively tight space, so try to slow them with 
Unite Bombs while working to stun them with Team Attacks to open them up for 
big damage combos. The rest of the mission plays out exactly as it does on lower | Y 








- - — 





There is a red supply box just outside the battle site. You can 
come back for this box later; concentrate on finishing this mission 
first! You'll be headed back this way soon enough. Head to the 
bridge [7]. You can recruit the soldiers on the bridge, but if you're 
gunning for a good ranking, this can be a waste of time. 


The tanks on the bridge try to blast a Cough-Foon out of the 
sky, and as the ship retreats, it casually shoots down a fighter jet 
with its beam cannon. The jet crashes into the bridge, sending 
the Wonderful Ones flying. You now have to leap from different 
pieces of the bridge to make it to safety. Don't dally! Failing 
this event causes you to take damage and will cost you a Pure 
Platinum, if you're on track for one. As soon as you make it to 
safety, the mission is over. 








difficulties, but expect the opening battle to test your patience while aiming for the | = 


top rank. 
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You've got some work to do now that the mission is no longer hanging over 
your head. First, send а Wonder-Liner across the broken bridge to open PRIMER 
that supply box. Afterward, head back to the Mission 3 warehouse to recruit 
Wonder-Diva, who has just arrived on the scene. 


























"200. | 220 | 240 300 | VERY EASY OPERATION 1 
i. 140 | 200 | 220 | 240 | EASY — 
Time 120 | 140 | 200 220 | NORMAL — 
100 | 120 | 1:40 2:00 | HARD 
040 | 0:50 | 1:10 | 130 | 101% HARD | 
1500 | 1200 | 800 500 | VERY EASY 
2000 | 1500 | 1000 | 500 EASY 
Combo 3000 | 2500 | 200 | 1000 NORMAL | 
2000 | 1500 | 1000 | 500 | HARD 
1500 | 1200 | 800 500 101% HARD 
0 500 | 1000 2000 | VERY EASY 
o Î 500 | 1000 | 2000 | EASY 
Damage 0 500 | 1000 | 2000 NORMAL 
0 1000 | 2000 | 4000 | HARD 
0 1000 | 2000 4000 101% HARD 


206485 1| 
ar — m 
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ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Dough-Goo, Chew Dough-Goo x3 


A GEATHIERK squad ambushes you as you return to the 
supply box. This can be an intense close-quarters battle, as the 
battleground is small and the Chew Dough-Goo tend to bring in SSS SS SS SSS SSE 
many reinforcements. Stick with Unite Hand to work on the Chew Dough-Goo, using Unite Sword to clear a large number of Dough-Goo 
as necessary. As always, keep an eye out for attempted rush attacks here; you ме got a lot less space and time to react with a Unite Guts. 
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With that unpleasantness out of the way, get to the warehouse to recruit 
Wonder-Diva, then return to the broken bridge. Jump off the bridge into the 

сапа! below. You can wrap a Wonder-Liner around a school of fish swimming * 
л the water, which will contribute toward the What а Haul! Achievement in the — EE 
Bottlecap Collection. 
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Still inside the canal, 
you can jump onto a 
ledge and cut open a 
blue supply box with 
Unite Sword, revealing 
Wonderful File No. 3. 
There is an exit from 
the canal via an open 
sewer pipe near the 
supply box. However, stay in the canal and head to the right of the bridge [12] 
to find a pair of brown pipe openings. Send the Wonder-Liner into those pipes 
[8] to uncover GEATHIERK Files No. 1 and 2, respectively Now you can exit 
the canall The sewer pipe will take you back to where Secret Mission 5 was 


triggered. Cross the bridge. There are several items to collect on the other side, hut tend to Mission 6 first. 


If you come back to this Operation with Unite Hammer, you can use it on à 
hidden hammer spat in front of the green sewer pipe in this canal. 





| MEDAL REQUIREMENTS 





ELEMENT PLATINUM GOLD SILVER BRONZE 
1:40 2:00 | 2:20 240 | VERY EASY 
120 | 140 | 200 2:20 | EASY 
Тіте 1:00 1:20 | 140 2:00 NORMAL 
0:40 | 0:50 1:10 1:40 HARD 
пт 0:40 Q50 | 1:10 1:40 101% HARD 
НЕЕ erm 600 500 | 400 200 | VERY EASY 
уі | 800_ 600 400 200 | EASY. 
ы. Р Combo | 1000 | 800 | 600 400 | NORMAL 
ее 1500 1200 | 800 600 HARD 
| pi 2000 1500 | 1000 800 1019 HARD 
| “куур Че Г 0 500 | 1000 | 2000 | VERY EASY 
LE em) i 500 | 1000 | 2000 | EASY 
| کک‎ -- Патаде | 0 500 1000 2000 | NORMAL 
D on 0 1000 | 2000 400 | HARD 
Аа АЮП 2- | 0 1000 | 2000 4000 101% HARD 
ENEMIES PRESENT (ALL DIFFICULTIES) 
UL Wave 1: Hoedown 


"GEATHJERK ENCOUNTER: HoEDOWN 


| The Hoedown 
| is the 
| GEATHIERK's 
| basic armored 
battle vehicle. 
Surprisingly 
swift and 
packing a 
mean ranged 
punch, the Hoedown should not be underestimated, despite being 
the standard variety of a highly varied series of machines. In 
addition to its main gun, a Hoedown can leap onto or run over its 
opponents. The Hoedown also comes equipped with an armored 
plate that can stop even Wonder-Blue's Valiantium Blade! That's 
not wonderful. That's not wonderful at all. 





ЕЕЕ 


Okay, seriously, did you buy Unite Guts yet? No? Siiiiiiiiiiiiiiitiigh...Go back 
to the Wonderful Mart and buy this ability. We'll wait. 











DIL ~~ 


The sewer pipe in this canal is the first of three 
you must enter in order to earn the боой in Tight 
Spaces Achievement. The other two are found in 
this level. 


MISSION 6 


The Hoedown's shield will stop Unite Hand and Unite Sword with 
equal disrespect, leaving you vulnerable to counterattack. Players 
returning from later levels will be able to use Unite Hammer to 
crush the shield, but for those just starting out. youll have to 
get a little creative with what you do have. Which should include 
Unite Guts. 








Destroy the Hoedown's shield by using Unite Guts to reflect its 
cannonballs back at it. The shot is heavily telegraphed: Watch for 
the barrel to swell up, and at the last moment, pop Unite Guts to 
defend yourself. Two or three shots bounced back will crush the 
shield and allow you to go nuts. You can also use Unite Guts to 
stun the Hoedown if it tries to dash over you or jump on top of 
you. Lastly, if you're willing to take the time, you can also sprint 
around the tank and spam the Team Attack. If you get enough 
Wonderful Ones to stick to the tank, it will be momentarily 
stunned, regardless of whether it has its shield. However, the 
latter method can be quite time-consuming. 












With Mission 6 cleared, you can take your time retrieving all the secrets 
in this area. Start with the Wonderful Toilet [9], which is filled with Space 
Peppers. Next to it are a pair of buildings with open windows [10] [11] 
that you can send a Wonder-Liner into, revealing Wonderful Figure No. 10 


Wonder-Liner that contains a useful health-recovery item. J"ERATION 


[12] You have to pass through a shopping center while a GEATHIERK artillery barrage rains down into the area. The pattern is predictable and easy to avoid, 
but there are plenty of Wonderful Batteries to collect, along with several planters you can wrap the Wonder-Liner around for bonus health items, but this may 
put you in the line of fire. Eventually this path is cut off by a collapsing building. 

















= 






[13] You reach a lot separated from a football field by a chain-link fence. It's apparently a dead end, complete with a small ambush by numerous Dough-Goo. 
This isn't a rated battle, so fee! free to use the quickest means to defeat them without worrying over your rating. Afterward, switch to Unite Hand, and drag the 
cargo containers out from their place inside the buildings next to you. You can use these containers to climb up to the roof, where your first Platinum Coin and 
a blue supply box awaits. You can also explore the area behind the containers to find some extra supplies. Additionally, you can bypass the container pulling if 
you use Unite Rocket to launch the team to the rooftops. 
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and GEATHJERK File No. 3. There's also another blue supply box near ће ШЫНЫ 






























































MEDAL REQUIREMENTS 









ELEMENT PLATINUM GOLD SILVER BRONZE | 
| 1:50 220 | 2:50 3:50 VERY EASY 
1:50 2:20 2:50 3:50 EASY 
Time 1:30 200 | 2:30 330 NORMAL 
1:30 1:40 2:00 2:3) HARD | 
1:30 1:40 | 2:00 2:30 101% HARD 
1500 1200 800 500 VERY EASY 
2000 1500 1000 500 | EASY 
Combo 3000 2500 2000 1000 NORMAL 
4000 3000 | 2000 1000 НАК 
5000 4000 | 3000 2000 101% HARD 
0 500 | 1000 2000 МЕҚҮ EASY 
0 500 | 1000 2000 EASY 
Damage 0 500 1000 2000 | NORMAL 
0 1000 2000 4000 НАВО 
0 1000 | 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Dough-Goo, Chew Dough-Goo x2 
Wave 2: Hoedown, Dough-Goo 


The rooftop path gets you past the chain-link fence onto the 
rugby field. This is where the game officially gives you the ability 
to Wonder-Circle parts of the environment with the Wonder-Liner 
for bonus points. Two Chew Dough-Goo and a defensive line 
of Dough-Goo warp onto the field ready to intercept you. You 
ought to be used to dealing with these guys by now, but the 
Hoedown that shows up during the second wave could present 
more problems. You have less room to react to its cannon 
shots or dash attacks, which can be quite disastrous on the 
higher difficulties. The Hoedown comes with another group of 
Dough-Goo, which makes it harder to use larger Unite Morphs 
on them for fear of bouncing off the Hoedown s shield. The Team 
Attack can eventually stun the Hoedown, giving you a chance to 
clear out the small fry first. 





MISSION 7 
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[14] The mission isn't done after you defeat the two waves of 
enemies. Continue on the newly opened path until you see a red 
supply box that contains Wonderful File No. 1. You can open it, but 
if you're looking to achieve Pure Platinum, it takes up time. Going 
past the box triggers a cutscene showing a multi-vehicle pileup that 
involves a half dozen fuel tankers. You'll be thrust into а quick-time 
event to evade the initial explosion from the crash; then you'll 
defend yourself with a handy shield emblem that falls from the sky 
You're then given full control of the situation. 


Five fuel trucks crash to the ground. Make sure the shield is 
pointed at the explosion caused by each crash, and make doubly 
sure you're not under a falling truck. The game will show you their 
position via a faint shadow on the ground and will put the world 
into slow motion, which should give you enough time to defend 
yourself. This absolutely does count toward the mission rating, so 
pay attention. Once the rain of falling trucks ends, Mission 7 is 
complete, While your score is being tallied, return to the rugby field 
for Secret Mission 9! 


HARD AND 101% HARD MODE 











As usual, the time constraints of the higher difficulties аге 
complicated by the greater resilience of your foes and the Chew 
Dough-Goo's propensity to summon more friends. Resist the игде 
to wipe out the second wave of Dough-Goo with a single Unite 
Bomb; you need them to meet the combo requirements while you 
also avoid the Hoedown's attacks. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 





Time 


Combo 


Damage 


1:20 
1:20 
1:10 
1:00 
1:00 
1000 
1500 
2500 
3500 
4000 


Са 


- 


cac 


2:00 
2:00 
:50 
1:40 
1:40 
Б) 
900 
1500 
2500 
3000 
1000 
1000 
1000 
2000 


mun. 
2 ІЛ! Uu 


SILVER BRONZE 


c € 


+ 


= 


2:3 
2:3 
2-2 
2:00 
2:00 
400 
500 
1000 
2000 
2500 
2000 
2000 
2000 
4000 
4000 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Wave 1: Dough-Goo, Chew Dough-Goo, 
Hoedown 


| 
Technically you're doing missions out of order, but if you continue | 
too far into the operation, you won't be able to return to the | 
rugby field for this secret mission. Best to get it out of the way | 
now. A Hoedown and a Chew Dough-Goo are out for blood here. | 








VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 





OPERATION 1 





It's the same problem as with the start of Mission 7: The Hoedown's armor can be problematic to any large Unite Morph attacks you 
attempt оп the smaller foes summoned by the Chew Dough-Goo. Play defensively with Unite Guts to limit the Hoedown's effectiveness 
and hopefully take out its armor plating quickly or stun it out of a dash. The Chew Dough-Goo will likely be trying to summon many 
Dough-Goo to the field, so work fast before things get overwhelming. 


“Рр. сіне!" FIRE! FIRE! “Ұш need іп 
cut it out to move forward! "Bart!" 












MISSION 8 
ELEMENT PLATINUM GOLD SILVER BRONZE 
| 030 | 035 | 040 0:50 VERY EASY 
0:30 0:35 0:40) 0:50 ЕА5Ү 
Тіте 0:30 0:35 0:40 0:50 NORMAL 
0:30 0:35 040 0:50 HARD 
0:30 0:35 0:40 0:50 10195 HARD 
0 200 400 600 VERY EASY 
0 200 400 500 EASY 
Damage Ü 200 400 500 NORMAL 
D 200 400 600 | HARD 
0 200 400 500 101% HARD 
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ы Erlend the fine an 
a the wall fora Unite Chain! 


Mission 8 begins if you walk a short distance forward from the Mission 7 zone. Civilians are trapped by a fire, and you need to smother 
the flames quickly. Unfortunately, while Unite Hand can harness fire for offense, it can't protect you while you walk through the inferno, 


so you've got to find another way. Quickly send а Wonder-Liner up the nearby Manti Corps Securities building to build a ladder to the 
rooftop. Once there, stop the fire by using Unite Sword to slash at a set of suspended construction platforms being held up by a crane. 
The mission ends when you Wonder-Circle the civilians to safety. Among them is Wonder-Kungfu, the 12th Wonderful One. 
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MISSION 10 | 






MEDAL REQUIREMENTS 
GEATHJERK ENCOUNTER: DiepoucH-Goo | 
| ELEMENT PLATINUM GOLD 
One of the 1:00 1:10 1:30 2:00 VERY EASY 
most lethal 1:00 1:10 1:30 2:00 EASY 
Ш] combat units їп Тіте 0:50 1:00 1:20 1:40 NORMAL 
| the GEATHIERK | 0:50 1:00 1:20 1:40 HARD 
arsenal, the 0:50 1:00 1:20 1:40 101% HARD 
Diedough-Goo | 500 1200 800 500 VERY EASY 
ets 2000 1500 | 1000 500 EASY 
— Combo 3000 2500 150 | 100 NORMAL 
armored, 3500 3000 2500 2000 HARD 
surprisingly 4000 3500 3000 2000 101% HARD 
agile for its size, and a dangerous melee combatant. Even the n 500 1000 5000 МЕНІ EASY 
combined might of the Wonderful 100 can be swept aside in 0 500 1000 2000 EASY 
a single swipe from опе of its limbs, and it's equipped with a Damage 0 500 1000 2000 NORMAL 
flamethrower and the same type of cannon found on a Hoedown. | 0 1000 2000 4000 HARD 
# 1000 2000 4000 101% HARD 


As the Diedough-Goo takes more damage and its combat armor is 
stripped ашау from its frame, it becomes a greater threat. Though ENEMIES PRESENT (ALL DIFFICULTIES) 
it loses its ranged weapons, the machine becomes even more : 

dangerous, growing in speed and occasionally shifting red in Wave 1: Diedough-Goo 

color, indicating that even the most powerful Unite Morph abilities 
will bounce harmlessly off its armor. 




























Full stop: The Diedough-Goo is a tough opponent for players just getting 
into the game, so dont get discouraged if you feel like a Wonderful 
punching bag by the time this fight's done. It punishes players severely 
for attacking recklessly by going into its rage mode," able to shatter any 
Unite Attack, and ignore Unite guts. The trick is knowing when it is in rage 
mode and staying the heck away from it until it subsides. A Diedough-Goo 
can also parry your attacks, erecting a short-lived defensive shield. You can 
see when this barrier appears, and it is possible to react in time and stop 
attacking. 


You can weaken a Diedough-Goo with the Team Attack, but its powerful 
melee strikes can shake off any Wonderful Ones attached to it. Fortunately, 
with Unite Guts, you can defend against it's melee attacks so long as it's not 
enraged. This includes the heavily telegraphed air stomp attack, which after 
being reflected by Unite Guts, leaves the Diedough-Goo stunned. During 
that time, you can really pile on the damage. and if you have the Wonderful 
Rising for either Unite Sword or Unite Hand, you can launch and juggle a 
Diedough-Goo to death if you are smart with your various Unite attacks. 


Diedough-Goo have two ranged attacks: a flamethrower and a cannon that 
Rres shells like а Hoedown. You can reflect the shells with Unite Guts, and 
you can absorb the famethrower with Unite Hand. 


The back of a Diedough-Goo is its weak spot. It becomes much more prominent the more armor 
you blast off, like а giant "Unite Hand This Spot" button. A sufficiently powerful Unite Hand can 


strip huge amounts of health per strike on this weak point. Keep this in mind. 








HARD AND 101% HARD MODE 








Diedough-Goos enrage more often on higher difficulties, which makes 
fighting them a more dangerous proposition. Unite Bomb it, stun it with 
rapid-fire Team Attacks, and juggle it to pieces before it becomes а serious. 
threat. These enemies can hit as hard as some bosses are capable of, sa 
handle them with care. 

























After completing Mission 10, you're officially introduced to the GEATH-Circles 
when one appears in the area the Diedough-Goo was guarding. This porta! 
leads to Kahkoo-Regah, a hidden facility the GEATHIERK retreated to in the 
aftermath of Earth Defense War 2. Every part of an operation outside of the 
boss battles has one of these portals, and the requirements for unlocking 
them are varied. Some appear after completing a mission, like this one. 
Others require you to backtrack into a level. Other's still might have specific 
requirements before they appear. Wrap it up with a Wonder-Liner and get ready 
for a challenge. 


$ECRET MISSION 11 


Ime: мин TE | 





1:00 110 | 130 1:50 | NORMAL 
Time 4:00 415 | 4:30 4:45 | HARD 
4:00 4:15 4:30 4:45 101% HARD 
5000 4000 3000 2000 NORMAL 
Combo 3000 2500 | 2000 1500 НАҚ 
3000 2500 | 2000 1500 101% HARD 
D 2 3 NORMAL 
Damage 0 | 2 3 HARD 
0 1 2 2 10175 HARD 


ENEMIES PRESENT (NORMAL) 
Wave 1: Chew Dough-Goo, Dough Goo x10 e n 
Wave 2: Chew Dough-Goo x3, Dough Goo x10 (#11 "Tz 


Lom : 
ТЕ, а 
ENEMIES PRESENT (HARD- 101975 HARD) ы; 
Wave 1: Chew Dough-Goo, Dough Goo x10 С = 
| Га ВЕЗЕТ: 
Wave 2: Megang х2 БоБ 


REWARD FOR COMPLETION 
Normal Mode: Figure No. 46 Wonder-Oracle 
Hard Mode: Figure No. 82 Wonder-Cellphone 
10196 Mode: Figure No. 3 Wonder-Green 





This is the first Kahkoo-regah mission new players will see if they started out on Normal Mode. You will not be able to access it on Very 
Easy or Easy Mode. It is a fairly simple challenge. You have two minutes to defeat two waves of enemies. The first wave consists of a 
single Chew Dough-Goo and a squad of Dough-Goo. The second wave starts with three Chew Dough-Goo. If you haven't learned how 
useful Unite Guts can be, this mission will teach you all about it. Remember, if you're gunning for Pure Platinum, you have less than a 
minute to defeat all enemies while also achieving the necessary combo rating, and of course you can't take any hits. 


| =i 
After every battle in Kahkoo-Regah, you're given a collectible reward regardless of the rank you earned for completing the mission. This reward changes between 
culty settings. You can get a total of three different Wonderful Figures from each portal to Kahkoo-Regah, based on the Normal and 101% Hard 


олу settings. Remember that you cannot access ANY of the Kahkoo-regah missions on difficulty settings below Normal Mode. 

— z 3 == — SUNL ды. т eae SE —— шет -—— шшш _—___ 
How you take damage works differently in Kahkoo-Regah. You can take a set number of blows before you fail the mission and have to 
continue. Restarts in Kahkoo-Regah negatively affect your rating at the end of an operation, just like they do during the main missions. 
You have no access to healing items or Unite Gauge boosters, and worse still, you don't get to take the group you have in the real world. 
You have to work with the forces you're given. In this battle, you have access only to Wonder-Red and Wonder-Blue's skills. 


HARD AND 101% HARD MODE 


| The first wave is simple enough to handle, but the second wave changes things up 
a bit with two Megang. You can always position yourself in such a way that they 
can't easily support each other. You still have to farm combos from them to meet the 
Platinum requirements, so don't make too much use of high-powered Unite Morphs. 
Work them over one at a time, tipping them on their backs and going ballistic with 
multiple Unite Hammers until you manage to wreck their shells; then you're free to 
use any other ability on them. It helps to further isolate a Megang with a small Unite 
Bomb. 


03:5 1:42 | 
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Now that you've taken care of business in Kahkoo-Regah, take a thorough look = 
around the neighborhood surrounding the portal. There's some collectibles to МЕТ O 


E 
[ 
120 


grab, as well as the Space Fruit supplies hidden in the area. 
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It is possible to bypass a battle on the bridge if you don't lower it all the way 
You might see a cluster of civilians on a rooftop to the right of the bridge [18]. 
There's a Hero Heart Fragment and Member №. 22 Wonder-ludo waiting tor 


you there, but you can't extend the Wonder-Liner out to them. 









[15] The second Platinum Coin is found on a rooftop on the left side of the 
street as you pass the portal. It's near a cluster of Wonderful Batteries. 





| O E 
— ———————— РЕГ ™ 
Next. advance toward the drawbridge, and use Wonder-Red's ability to twist 

the mechanism and lower the bridge into place. On the rooftop of the building 

housing this mechanism is a cluster of civilians [16]. Among them is Member 
No. 36, Wonder-Patissiere. 





| 
] 
| | 
| 


jumping off the bridge allows you to get some items and make progress 
toward two Bottlecap Collection achievements. You can wrap а Wonder-Liner 
around the schools of fish in the water to make progress on the What a Наш! 
Achievement, which you can accomplish by the end of Operation 001. The 
large sewer pipe near a cluster of civilians is another one of three that you 

ust use to earn the Good in Tight Spaces Achievement. Underneath the 
bridge is also a small sewer pipe you can extend the Wonder-Liner into [19], 
recovering Wonderful Figure No. 13. 











Enter 








[17] After Wonder-Pink has joined the team, you can return to this part of town 
to find and open a pink supply box with the Unite Whip power. Additionally, there 


is a spot on another roof near where you recruited Wonder-Patissiére. You can 
put Wonder-Yellow's hammer to use here. There are three Bottlecan Collection 
achievements associated with finding the treasures uncovered by Unite 


Hammer. 























MEDAL REQUIREMENTS 





ELEMENT PLATINUM GOLD SILVER BRONZE 
1:30 SO | 240 2:40 | VERY EASY 
120 | 1:40 | 2:00 230 | EASY 
Time 1:10 1:30 1:50 2:10 NORMAL 
0 | 120 | 140 | 29 № 
100 | 120 | 1:30 200 101% HARD 


3000 2500 | 1500 500 VERY EASY 
4000 3000 | 2000 100 | EASY 
Combo 5000 4000 | 3000 2000 NORMAL 
5000 4000 | 3000 | 2000 | HARD 
6000 | 5000 | 4000 3000 | 101% HARD 


0 500 | 1000 2000 | VERY EASY 

0 500 | 1000 200 EASY 
Damage 0 500 | 1000 | 2000 | NORMAL 

0 1000 2000 400 | HARD 

O 100 | 2000 | 4000 |101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Chew Dough-Goo x2, Dough Goo x10 
Wave 2: Diedough-Goo 


ENEMIES PRESENT (HARD-10196 HARD) 
Wave 1: Megang х2 


If you lower the drawbridge all the way, a pair of Chew Dough-Goo teleport onto it as you cross, starting Mission 12. The real threat, 
however, is after you finish off the Chew Dough-Goo, prompting а Diedough-Goo to take their place on the bridge. You should endeavor 
to clear the bridge of any Dough-Goo summoned in by the Chew Dough-Goos, as they can be a painful distraction when trying to handle 
the greater threat of the Diedough-Goo. 


HARD AND 101% HARD MODE 












Another pair of Megang control the bridge as you attempt to 
cross. They are positioned in such a way that it can be somewhat 
difficult to maneuver to a place where only one can strike at you 
directly at a time. The narrow nature of the bridge also means 
that dealing with their lava pillars can get a bit dicey if you're in 
a bad place. Focus on one at a time as usual, and try to work a 
Unite Bomb into the mix to help control the fight. 


As you cross the bridge, you'll pass a RockHard Sports store on the left side of 
the street. Across the street from it is a cafe [20], where you can find the third 
Platinum Coin and à member of the Wonderful 100, Wonder-Guitar! Тгу to 
get the coin and the Wonderful One by extending a Wonder-Liner out from the 
bridge. Once you go past the sports store, the next mission begins. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM — GOLD 









SILVER BRONZE 


1:30 1:50 220 3:00 VERY EASY 

1:30 1:50 2:20 300 | EASY 

Time 1:30 1:50 2:20 300 | NORMAL 
1:20 1:40 2:00 2:30 HARD 
1:20 1:40 | 2:00 2:30 101% HARD 
1000 800 600 400 VERY EASY 
1500 1200 500 500 | EASY 

Combo 2500 2000 | 1500 1000 | NORMAL 
3500 3000 | 2500 2000 | HARD 


4000 3500 | 3000 2500 1019 HARD 
500 | 1000 2000 VERY EASY 


c 


Ü 500 1000 2000 EASY 
Damage 0 500 1000 2000 | NORMAL 

Ü 1000 2000 4000 HARD 

0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Hoedown x2, Dough-Goo 





One name for this mission is "Do you have Unite Guts yet?" If 
the answer is no, things might get a little complicated. As you 
advance down the street, two Hoedowns teleport in, one near the 
sports store and the other farther down the road, near the site of 
a massive artillery barrage that ruined another shopping center. 
Dough-Goo fight alongside them. You'll likely start the mission 
stuck between both Hoedowns. 


With Unite Guts, you can sit between both tanks and reflect 
their explosives until their shields break. À more proactive 
approach is to rush one of the Hoedowns and put it between you 
and its ally on the other side of the battlefield. With this method, 
you'll be in better position to finish off one of the tanks when its 
shield breaks. However, you may not actually be able to see the 
other tank because of the limited camera angle, which means you 
might have to listen for the buildup to any shots it's going to fire, 
and use Unite Guts based on what you hear. 

Ideally, one or both of the tanks will try to rush you, which 


can help you get them both on your screen and make it easier to 
defend against them while you also deal with those Dough-Goo. 


| E = - - 
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The mission doesn't end here. Тһе artillery hits the buildings on 
the left side of the street, knocking the sports store sign to the 
street. This is convenient, because you need to use it for cover 
as you advance through the artillery barrage [21] to the next 
area. Draw a Wonder-Liner around the helmet to pick it up. then 
hold down the Y Button to gather your entire team close to you, 
This mostly keeps everyone safe under the helmet. Don't dawdle 
during the bombardment; you're still under the дип until you get 
to safety. 












HARD AND 101% HARD MODE 
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With the advantage of prior playthroughs to help equip you, Unite 
Guts is probably much more damaging to your enemies now, and 
Unite Hammer is a definite boon against armored threats like the 
Hoedown. You can send out a Multi Unite Morph to hammer away 
at a Hoedown while keeping your finger on the trigger to defend 
with Unite Guts. 













| You'LL Be Back (WITH WoNDER-BLAcK! 


| Later in the story 

| you will rendezvous 

| with Wonder-Black, 

| and as with all of the 
other Wonderful One's 





| 

| abilities, there are WALKTHROUGH 
| supply boxes only the 
| Unite Bomb can open. 
This one appears : 
сей.” =- next to the third sewer pipe if you come back with Wonder-Black, and t contains 
в | | the Wonderful Figure No. 80. 
After wrapping up Mission 13, don't head north just yet unless you have 
already found the items located in that direction: You can't backtrack to get 
them once the next mission starts! Instead, head back down to the southwest 
to make your way toward Wonder-Judo ала the Hero's Heart Fragment |18). | 
Along the way, you cross а "07" marking on the street. Trace the 7 witn the | 








| | : OPERATION 1 
Wonder-Liner to reveal the fourth Platinum Coin. 





[23] As you travel north, just past the artillery barrage, the football helmet 
sign will be destroyed. On the left side of the street is a gray three-story 
building, You can send a Wonder-Liner into the first and third windows on the 
third floor, uncovering GEATHIERK File No. 6 and the fifth Platinum Coin. 












MEDAL REQUIREMENTS 





ELEMENT PLATINUM GOLD 
13 1:50 2:40 VERY EASY 
1:20 1:40 2:00 2:30 EASY 

Time 1:10 1:30 1:50 2:10 NORMAL 
0:50 1:00 1:20 1:40 HARD 
0:50 1:00 1:20 1:40 101% HARD 
1500 1200 800 500 VERY EASY 
2000 1500 1000 500 EASY 


| | Сотһо 3000 2500 1500 1000 NORMAL 
п order to actually reach Wonder-Judo and the Hero's Heart Fragment, 3500 3000 | 2500 2000 HARD 


first you need to bridge the gap over the canal leading to their part of the | 4000 3500 3000 2000 | 10155 HARD 
neighborhood [22]. The hard part comes when you realize the building they | 0 500 1000 2000 VERY EASY 
sre standing on is on fire. This blocks any direct approach to the Wonderful 0 500 1000 2000 | EAST 

| 

| 


One and the item unless you have the Wonderful Rising ability that comes from Damage > 500 1000 2000 NORMAL 
eveling up Wonder-Red. By this point in the stage during а new game, i's | J 1000 2000 4000 HARD 

41 i г NW CS Ü 1000 2000 4000 101% HARD 
possible to manage that feat, but most people will likely only have earned | 
Wonderful Stinger. With Wonderful Rising, you can punch yourself up through ENEMIES PRESENT (ALL DIFFICULTIES) 
the flames and onto the rooftop to collect the Wonderful One and the heart | Wave 1: Dahkarts 


GEATHJERK ENCOUNTER: DAHKARTS 


Akin to а 
gigantic 
scorpion, 
the Dahkarts 
uses its large 
pincers and 
lethal tail barb 
to sweep aside 
any resistance. 

= The Dahkarts can also spit out a large blob of highly toxic poison 
Spaces Achievement | that can burn through a CENTINEL-suit; it can even get through 
the powerful Unite Morph abilities of the Wonderful 100. It 15 best 
to flank these monsters; however, with effort, it is possible to stun 
a Dahkarts by countering its pincer strikes. 
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The third sewer pipe necessary for the Good in Tight 
can be found if you jump into the canal as opposed to making a bridge over it. 
There are also more schools of fish to find for the What а Haul! Achievement, 
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After a short cutscene plays out revealing the new foe you're 
up against as well, the mission begins in earnest. Fighting a 
Dahkarts for the first time can be frustrating, as the monster 
doesn't telegraph its moves quite as much as you ve been seeing 
so far. Many things that it does can't be reflected by Unite Guts. 
Its tail swipes, tail stab, and acid blob do not respect Unite Guts 
whatsoever and will cost you a Pure Platinum. Unite Guts does 
work against the single-pincer strikes from the Dahkarts, but 
should it use both of its pincers simultaneously, it will break Unite 
Guts and cause heavy damage. Unite Spring will help you evade 
these attacks while you press your own offense. 


К you stun a Dahkarts by parrying a pincer strike, you can 
deal a lot of damage fairly quickly by launching it into the air 
with Wonderful Rising (if you have it). While it's airborne, you can 
then set multiple Unite Morph attacks to keep the Dahkarts in the 
air and unable to fight back. When a Dahkarts is stunned after 
Unite Guts or Hero Counter abilities, you can also pick them up 
by wrapping a Wonder-Liner around it, or slam it into the ground 
using Unite Whip. However, if you're just starting out, you won't 
have Unite Whip available just yet. 

Another method for fighting a Dahkarts is to use the Team 
Attack to weaken and eventually stun it from a safe distance. 
When it flashes yellow, it's temporarily defenseless, which can 
allow you to lay on the hurt before it recovers. However you 
decide to take this beast Gown, once it's dead, the mission is 
complete. 


_ HARD AND 101% HARD MODE 
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A lone Dahkarts is not much of a threat on any difficulty so long 
as you take care to avoid and defend against its poison and 
various tail attacks. Use the Unite Bomb to help set the monster 
up with Team Attacks; then once you start to juggle the Dahkarts, 
ensure it doesn't touch the ground until it's dead. 





| 
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Before you saunter off to the Wonderful Mart to complete this section of 
Operation 001, backtrack a short distance to the building where you found the 
fifth Platinum Coin. The couple that fled the Dahkarts in the cutscene before 
Mission 14 is in the middle of working out the severe relationship issues that 
came to light a minute ago. You can recruit them for the Take It Qut on the 
Other Guys! Achievement. 
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Now you're done! Head north along the street until you reach the Wonderful 
Mart to complete this part of Operation 001. 
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Remember. between sections of an operation, апу citizens who were recruited 
into the fight will leave the team. The only permanent members will be the 
Wonderful Ones you rescue during the missions. The Unite Gauge is also reset to 
its starting level, so be ready to compensate for that lack of power on hand at 
the start of every chapter! 
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OPERATION 001-B 





MISSION 8 


MISSION 9 


MISSION 2 
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[1] For part 2 of the operation, you start next to a building with a series of 
Wonderful Batteries lined up on the wall. Trace the batteries with a Wonder-Liner 
to send your team through a window to recover Wonderful Figure No. 37: 
Wonder-Schoolgirl. 


ынан 58: | 


MEDAL REQUIREMENTS 


ELEM ENT PLATINUM GOLD 
1:20 1:40 




























2:00 VERY EASY 


1:20 1:40 2:00 2:30 EASY 
Time 1:310 1:30 1:50 2:10 NORMAL 
1:30 1:50 210 2:30 HARD 
1:30 150 210 2:30 | 101% HARD 
3000 2500 | 2000 1000 VERY EASY 
4000 3000 2000 1000 | EASY 
Combo 5000 4000 | 3000 2000 NORMAL 
5000 4000 | 3000 2000 HARD 
6000 5000 | 4000 3000 101% HARD 
SEU aoc 1 0 500 | 1000 200 VERY EASY 
лер 0 500 | 1000 | 2000 | EASY 
xv Damage 0 500 1000 2000 NORMAL 
0 1000 | 2000 4000 HARD 


1000 2000 4000 101% HARD 


Ел 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Chew Dough-Goo x2, Dough-Goo 
Wave 2: Diedough-Goo 











HARD AND 101% HARD MODE 
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For those on a first playthrough, this is a good opportunity to EM — 
bolster your forces. Try to capture as many of the enemies in the ER... 
first wave as possible, so you can handle the Diedough-Goo and | — 
additional Dough-Goo that arrive after the first wave is beaten. | | 
The Diedough-Goo сап be a bit tougher to handle in these close |} 
quarters, and youre on а etrict time limit for the Pure Platinum, | 
so you can't take your time to stun it with Team Attacks. Players || L^ 
farther along can make very short work of it with the use of Unite | rh. 
Bomb along with a follow-up series of attacks of your choice. ae 








The consequences for letting the Diedough-Goo get its hands on 
you are more severe, but otherwise expect to use the same tactics” 
to defeat the enemies in this mission. 


The first Platinum Coin of this stage is on the outside of the building located 
on the border of the Mission 1 combat zone |2). It's easy to accidentally pick 
it up during heated combat with the Diedough-Goo. If you're unsure, look for 
the building with a red "P" sign near its front entrance, then look several floors 
above it. Keep advancing up the street, picking up civilians as you move. 
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MEDAL REQUIREMENTS 
PLATINUM GOLD SILVER 


ELEMENT 









BRONZE | 








| 2:10 2:20 2:30 2:40 VERY EASY 
| : 2:00 2:10 2:20 2:30 EASY 
Time 1:50 2:00 2:10 2:20 NORMAL 
| 1:10 1:30 1:50 2:10 HARD 
1 1:00 t20 | 1:40 2:00 101% HARD 
600 500 400 200 VERY EASY 
| 800 500 400 200 EASY 
| Combo 1000 800 600 400 NORMAL 
500 1000 800 500 HARD 
| 1500 1000 800 500 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage Ü 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Wave 1: Raydown 


_СЕАТНЗЕВК ENCOUNTER; RAYDOWN 


A variant of the Hoedown, the Raydown is better than equal to 
its brethren. Having all the same capabilities of its predecessor, 
the Raydown adds a powerful beam cannon in addition to the 
high-explosive shells that can be fired from the same barrel. This 
beam is the perfect weapon for tearing through formations of 
infantry and armor, or through careless Wonderful Ones. 





The Raydown has all the strengths and weaknesses of the 
Hoedown but adds another weakness alongside of its new beam 
weapon: That beam can be easily reflected with Unite Sword, and 
it's one of the ways you can quickly destroy its armored plating. 
Outside of that beam, the Raydown isn't all that more dangerous 
than the Hoedown, especially when it's alone. 
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The mission doesn't end with the destruction of the Raydown. 
Run quickly forward until something starts to destroy the entire 
neighborhood. Go back the way you came, double time! 


Р 





А giant hand will suddenly rip through the street from below, 
causing buildings to collapse and starting a quicktime event 
where you must use Unite Sword to escape the disaster. The 
mission ends when you arrive near a Wonderful Toilet. 


HARD AND 101% HARD MODE 
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This new location is filled with collectibles and new recruits. Most 
recruits are temporary, but there are three permanent additions 
among them. [3] First off, near the Wonderful Toilet, is another 
member of the team, Wonder-Socho. The Toilet itself is filled with 
mixing components. 
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[4] Don't take the elevator up 10 the top of the building just yet. Instead, draw At the ledge where you collected Wonder-Magician, you're prompted to use 
а Wonder-Liner up the side of the building next to the elevator. There you'll 
th more prisoners, and Wonder-Matador inside. Mext to the 


find a Gatcha wi 
Gatcha on the rooftop is a door you can Wonder-Liner into to locate the second 


Platinum Coin. 


the Unite Glider to cross the massive chasm in front of you. Try to collect the 


clusters of Wonderful Batteries on the way to safety 


м. 







[Киши - = | The bipedal assault weapon that is the face of GEATHIERK 

ыа E dominance in land warfare against humanity, the enormous 
Gah-Goojin is one of the largest weapons іп the invader’s arsenal. 
Heavily armed, heavily armored, and seemingly unstoppable by 
conventional means, it is doubtless that the only power on Earth 
that can properly stand up to such a monster is none other than 
the Wonderful 100 itself, and even then, they will likely have to get 
creative with every encounter. 
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Now you can head for the elevator and take it to the rooftop. Unfortunately, a 
mishap ruins the elevator, so you'll have to rebuild it using the Wonder-Liner. 
[5] On this rooftop, you can find Wonder-Magician among а group Gi 


survivors. 


a HOLD: OFF | 
| Drew a triangle far | = —Í — 
Uribe Glitar! | | 
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Gah-Goojin wastes no time demonstrating its awesome ромег. 


‘ah 




















Defeating Gah-Goojin is а tall order. You start off on one of his 
forearms, and there are three blue spheres glowing on it. These 
have got to go. The fastest way is to use the largest Unite Sword 
you can muster, directing others on your team to use it as well 
if you have people to spare. The spheres occasionally sink into 
the armor to protect themselves, but with Unite Sword you are 
guaranteed to hit all three targets almost simultaneously for 


good damage. 





When the camera angle shifts, showing Gah-Goojin bringing up 
his other hand toward your position, get ready to defend yourself! 
Gah-Goojin will try to smash you flat with its free hand, causing 
considerable. damage (or flat out one-shotting you on harder 
difficulties). Sometimes he also pulls back on the smash at the 
last moment, causing you to mistime your Unite Guts attempts. 





He can also use his powerful forearm gun to incinerate you. Avoid 
this by timing your double-jumps or simply using Unite Spring to 
vault over the beam safely. You can also reflect this beam with 
Jnite Sword. 


MEDAL REQUIREMENTS 





ELEMENT PLATINUM GOLD 


3:30 3:50 
3:30 3:50 
Time 3:20 3:40 
3:10 3:30 
3:00 3:20 
2000 1500 
3000 2500 
Combo 4000 3000 
5000 4000 
6000 5000 
0 500 
0 500 
Damage 0 500 | 
0 1000 
0 000 


1000 
1000 
1000 
2000 
2000 


SILVER BRONZE 


5:0 
5:00 
4:30 
4:10 
4:00 
500 
1000 
1000 
2000 
3000 
2000 
2000 
2000 
4000 
4000 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Gah-Goojin Cores 














VERY EASY 
EASY dde 
NORMAL TRAINII 
HARD 
101%. HARD | 
VERY EASY ENEMIES | 
EASY 

NORMAL 

HARD 


WALKTHROUGH 


| 10195 HARD 


VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 


OPERATION 1 
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Lastly, Gah-Goojin is equipped with the mother of all power 
drills in both of his forearms. Successfully evading the beam, the 
Giga-drill, or his Uber-Fist Bump will cause Gah-Goojin to give up 
for now, allowing you to continue your assault. 





After destroying the first three spheres on the Gah-Goojin, you 
will have to Unite Build a bridge to the other forearm in order to 
continue the fight. The process is much the same here. 
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[6] Not far from where you're dropped ой, you can find a large 60" stenciled 
onto the street. Trace the 6 with the Wonder-Liner for GEATHIERK File No. 36. 
As you advance along the street, you finally see what has been bombarding 


Once you destroy the second set of targets, a passing fighter 
destroys part of the armor on the arm you're standing on, 


the neighborhoods. 


open. Work quickly when you do this! The Gah-Goojin opens his 
mouth to reveal a Diedough-Goo that is powering up to blast 
you. The forearm will twist around once again to reveal another 
valve for you to go to work on. 


| 
revealing a point where you can use Unite Hand to twist a valve | 


With seemingly limitless ammunition, the Tiekuu has been 
suppressing Gaia Defense Army units and the citizens of Blossom 


The arm falls free from the Gah-Goojin, and you have to Unite | City with impressively lethal firepower. There's no mistaking your 
Hand onto a passing transport chopper to reach safety. The purpose here: this machine must be destroyed at any cost! 


massive mech retreats from the city, and the mission ends when 


you're dropped off at a new location. 
= 
m. mon n ШЕЛІ |Ш 
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for your army, until you reach 


| Advance down the street, collecting more citizens 
a building that contains several Wonderful Batteries in a line leading to its 
rooftop [7]. Draw a Wonder-Liner up the building and climb up to continue 


toward the artillery piece. When you reach the rooftop, another battle begins | 


Gah-Goojins cores on his forearms are much more resilient, | 
which means you'll probably have to face down many more 
attacks from the arm you're not currently occupying before the | 
spheres are destroyed. This will make the fight drag on for a lot | 
longer, as Gah-Goojin is very proactive at trying to squash the | 
pests crawling over him. Stay calm and get your licks in on the | 
spheres when you can. | 


The other major difference is that twisting the valves on | 
Gah-Goojin's arm when the fight is at a climax actually requires 
more turns. This can put you in danger of taking damage from 
Gah-Goojin's mouth cannon, 50 be prepared to defend yourself 
if it looks like he'll fire before you can finish turning the valve. | 


ج س 






CEATHJERK ENCOUNTER: You-HoucH 


The standard anti-infantry assault craft of the GEATHJERK, 

the lightly armed You-Houghs are not particularly well armed 
compared to what you just crawled all over, but they make ир for 
it with numbers. They are also somewhat taxing to hit with your 
melee attacks. If only there was some way to hit them from afar, or 
at least slow them down... 


You-Houghs are very annoying in groups and flit around so much 
that they can be hard to target individually. Fortunately, a large 
Unite Sword can make swatting these flies out of the sky a little 
easier. Unite Hand can do more damage, but it's harder to land 
*hose hits. You can also use the Team Attack to get members of 
your army to latch on to them. Also, always watch for the small 
tracers fired by a You-Hough's guns. It's easy to miss within all 
the chaos. You-Houghs are also capable of a dangerous ramming 
attack. 


Keep swinging until it soon becomes apparent that unless 
you stop the source of these You-Houghs. you'll eventually be 
overwhelmed through sheer attrition! 


CarcH A RIDE 


nterestingly, the You-Houghs can һе commandeered if you don't destroy them 
xtright. Riding on five separate UFOs throughout the adventure earns the We 


Аш 


Come in Peace Achievement. 


MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD SILVER BRONZE 
0:40 1000 1:30 VERY EASY 
0:40 190 1:0 EASY 
0:40 1:00 1:30 NORMAL 
0:30 0:50 1:10 HARD 
0:30 0:50 1:10 101% HARD 
800 600 400 VERY EASY 
1000 800 600 EASY 
1200 1000 800 NORMAL 
1200 1000 | 800 HARD 
1500 1200. 1000 101% HARD 
200 400 VERY EASY 
200 400 600 | EASY 
200 400 | 600 NORMAL 
400 | 800 1200 НАВО 
400 800 4200 101% HARD 


co 


Damage 


із үс [бл a 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: You-Hough 


Wonder-Green enters the scene with a splash. Complete his 
quicktime event to take care of the Cough-Foon hovering 
overhead. 





Finish the battle by wiping out the remaining You-Houghs in the 
areà. With Wonder-Green's Unite Gun, you can easily snipe the 
little pests out of the sky if they stand still. Unite Gun has the 
added advantage of using your people as the ammunition, and 
they will try to latch on to anything they hit. Think of Unite Gun 
as another type of Team Attack with significantly more range 
and power. 


WALKTHROUGH 
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Now that you have Wonder-Green, the next time you enter this 
operation, you do not have to watch his introduction again. 








HARD AND 101% HARD MODE 





On these difficulties, the You-Houghs are significantly more 
annoying and aggressive with their guns and charge attacks. 
Since you already have Wonder-Green at this point, it's possible 
to end this fight quickly with Unite Gun, but you still need to 
score a decent combo, something that Unite Gun by itself tends 
to struggle with. 


With the battle complete, head back to the "6" you traced earlier. A portal to 
Kahkoo-Regah awaits! 














MEDAL REQUIREMENTS 





ELEMENT PLATINUM GOLD SILVER BRONZE 


0:50 1:00 1:20 | 1:40 NORMAL 
Time 3:00 3:15 3:30 3:45 HARD 
3:00 3:15 3:30 3:45 101% HARD 
2500 2000 1500 1000 NORMAL 
Combo 3000 2500 2000 1500 HARD 
3000 2500 2000 1500 101% HARD 
0 1 2 3 NORMAL 
Damage 0 | 3 2 3 HARD 
9 | 2 3 101% HARD 


ENEMIES PRESENT (NORMAL) 
Wave 1: Hoedown х2 
Wave 2: Diedough-Goo 


ENEMIES PRESENT (HARD-101% HARD) 


Wave 1: Gurry Doora 


REWARD FOR COMPLETION 
Normal Mode: Figure No. 73 Wonder-Science 


Hard Mode: Figure No. 99 Wonder-Camera 
10196 Mode: Figure No. 2 Wonder-Blue 





ШЕТ MINAM HET, 








Іп this secret mission, you һауе a very small team to work 
with while you deal with two Hoedowns and a Diedough-Goo 
that follows them. Fortunately there are some very helpful 
alien weapons lying around for you to use. The Hoedowns are 
somewhat annoying to deal with, because you don't even have 
enough people to form Unite Guts! However, the cannons you can 
pick up from the ground can easily break the shields and keep 
the enemy off balance. You can't afford to miss. 


m— m = = 


Players starting out fresh on Normal Mode will find it impossible to score a Pure 
Platinum on this Kahkoo-regah mission. You just don't have the resources to 
make the Combo requirements at first. You'll һауе to come back after unlocking 
at least seven of the hidden heroes via the Bottle Cap Collection. 








MISSION 6 






кл ЗЕЙ | MEDAL REQUIREMENTS 


та o RI а 
b. | ELEMENT  PLATINUM GOLD 





SILVER BRONZE 





2:10 2:30 2:50 3:10 VERY EASY 
т. тоо | 2:10 230 | 250 | 310 | EASY 
С | Тіте 2:00 2:20 2:40 3:00 NORMAL 
| 2:00 220 | 240 3:00 | HARD 
| 2:00 220 | 240 300 | 101% HARD 
| 2500 2000 1500 1000 VERY EASY 
| 3500 3000 | 2000 1000 | EASY 
| Combo 4500 4000 3000 2000 NORMAL 
| 4000 200 | 2000 1000 | HARD 
| 5000 4000 3000 2000 101% HARD 
The Diedough-Goo is intimidating on paper, but the cannons here | р нщ Б. ШШЕ... VERY EASY 
can make alarmingly short work of it. Try not to miss a single | : a ыы 2000 EASY 
| : ! | Damage 0 500 1000 2000 | NORMAL 
time with any of the weapons on hand, or you stand a good | 0 000 2000 4000 HARD 
chance of missing the time requirements. D 1000 2000 4000 101% HARD 


ENEMIES PRESENT (УЕКҮ EASY-NORMAL) 
Wave 1: Dough-Goo, Hoedown х2 
Wave 2: Dough-Goo, Dahkarts 


HARD AND 101% HARD MODE 


ENEMIES PRESENT (HARD-101*5 HARD) 
Wave 1: Orgon x2 


















There's only a single enemy to contend with in this challenge 
that has remained fundamentally the same. However, the enemy 
is a Gurry Doora, and he's way faster than your small group of 
heroes will ever be, especially when you're wielding one of the 
cannons found on the battlefield. You really can't afford to miss 
any of your shots, but you'll almost certainly take damage if you 
stand your ground. Even while on the move, the Gurry Doora is a 
tough customer to evade. 


Boost your chances for the Platinum rank by using the Hero 
Sense Custom Block. Whenever you're about to take damage, 
Hero Sense slows the world down, creating a chance to escape 
unfazed. This can be a very useful ability, but it consumes vast 
quantities of Unite Gauge, so make that slowdown count. 


The Tiekuu needs to be taken down, and Wonder-Green's power 
is half of what you need. The Tiekuu is kind enough to lob 
several spiked spherical explosives that you can use against it 
with the Unite Gun. Simply create the gun, then walk into the 
spheres before they start their detonation sequences. Aim and 
fire them back at the Tiekuu. After a number of hits, the Tiekuu is 
history, with only its gun left behind as a reminder of its passing. 


Once you've dealt with Kahkoo-Regah, return to the roof where you had the 
rendezvous with Wonder-Green. You need to make а bridge to cross the way to 
a rooftop that is closer to your target. 
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[8] Now you need to reach the courtyard the artillery once held 
down. Two Hoedowns and a squad of Dough-Goo confront you 
here. followed up by a Dahkarts. This can be a very taxing series 
of battles for those on a new game. However, the Tiekuu's gun 
can be picked up with the Wonder-Liner, and your teammates аге 
excellent marksmen with the alien weapon. Use it to put these 
invaders down and end the mission! 


HARD AND 101% HARD MODE 
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It. will take many more explosives to destroy the Tiekuu on these 
difficulties, but the key difference here is that two Orgon will 
attack the team once it enters the courtyard the Tiekuu once 
protected. As with the earlier difficulties, it's possible to use the 
Tiekuu's gun with your teammates in order to put an early end 
to the Orgon. However, the Unite Whip is just as effective against 
them here as it is on any other difficulty setting. Before entering 
the courtyard, build up à maximum-strength Unite Whip, then 
sprint into the courtyard and rush both Orgon down before they 
submerge into the ground. If you're lucky, you can stun them 
both before they have a chance to get their attacks started. Finish 
them off by trapping them with Unite Bomb and wail away with 
extended combos and Team Attacks. 





[9] At the center of the courtyard where the Tiekuu once stood, wrap а 
Wonder-Liner around the center circle to reveal the third Platinum Coin. 
Don't forget to visit the waters to capture more fish for the What а Наш! 
Achievement. If you've been diligent with your fishing duties earlier in the 
operation, the small lake here should finally complete it. Before you leave the 
area, take the giant дип with you, if it's still available. 
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Unfortunately, you need Wonder-Yellow's power before you can Say you've found 
all there is to find in this part of the operation. First, there is the clock at the 
courtyard |10). Hammering the center of it reveals a hidden item. When you 
return with Wonder-Yellow, an appropriately themed supply box containing a 
Hero Heart Fragment appears in the lake |11). 

























SILVER BRONZE 















AS 1:50 1:55 2:00 VERY EASY | 
1:45 50 1:55 200 ЕАЅҮ 
Time 1:45 1:5 1:55 2:00 NORMAL 
1:45 1:50 1:55 200 HARD F 
1:45 150 — 155 200 101% HARD RALKTEROUSR 
2000 1500 | 1000 500 VERY EASY 
2500 2000 | 1500 1000 | EASY 
Combo 3000 2500 2000 1500 NORMAL 
4000 3500 2500 1500 НАВО 
5000 4500 3500 2500 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 | 2000 4000 | HARD 


a 
0 1000 2000 4000 101% HARD 





| OPERATION 1 
ENEMIES PRESENT (VERY EASY-NORMAL) t 


Wave 1: 2 x Diedough-Goo 





ENEMIES PRESENT (HARD-1 01976 HARD) 
Wave 1: Diedough-Goo x2 
Wave 2: Diedough-Goo x2 

















As soon as you enter the battle zone, two Diedough-Goo come H ARD AND 101 % HARD MODE 














after you. ІҒ you followed cur previous advice, you һауе that 
giant artillery cannon. To say that it makes short work of these 
two mechs is an understatement: The author record for Normal 
difficulty is six seconds with a Pure Platinum rating. 





If for some reason the cannon isn't available, you definitely 
have your work cut out for you. Unite Hand is your primary 
damage dealer, but having two of these in close proximity will 
be a challenge. Abuse the Wonder-Liner slowdown to position 
yourself for maximum damage...but if you're playing on 101% 
difficulty, you don't even have that going for you. Get your licks 
in when you can, but until at least one of the Diedough-Goos is With the Tiekuu's cannon, even on the high difficulties the 
down, you're in for a protracted battle. Diedough-Goo rapidly get slagged. Try to give your gunners 

room to work with, because these Diedough-Goos can survive 
a couple more shots than their lower-difficulty cousins. There are 
two waves of two Diedough-Goos apiece. 














[12] As you progress down the street, check the 
buildings on the left as you reach the intersection. 
Use a Unite Build ladder to climb the white building 
directly behind where the Diedough-Goos spawned; You'll Be Back 
you'll find some additional civilians to rescue. You can 
find the fourth Platinum Coin on the wall of a nearby 
building several floors up. Next to it, there's a window 
to Wonder-Liner into for Wonderful File No. 17. 
















The Blossom Stadium logo on the ground in front of 
the main entrance has three distinct circles that you 
can smack with the Unite Hammer for some 

items. 





The front entrance to the stadium has plenty of civilians to rescue and some collectibles. A green supply оох contains 
the last Platinum Coin on the right side of the courtyard entrance |13). Just in front of the stadium entrance, 
Wonder-Kabuki is waiting to join the team [14]. To get inside the stadium proper, you need to use Unite Sword to 
uniock the door. 
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MEDAL REQUIREMENTS 
















MISSION 8 















"ELEMENT PLATINUM GOLD SILVER BRONZE air EE 
rj |59) 20) 300 |TT E ЖО їй E E Ung OE ШЕ їй ОО О GAS 
0:50 10 1:84) 2:30 EASY sP. P PF \ 2 ا‎ 7 
Time 0:40 1:00 30 2:00 | NORMAL Ж” py a а 
0:35 0:45 0:55 1:20 HARD Le x ت‎ адь 
0:30 0:35 0:45 1:00 101% HARD 
0 100 209 300 VERY EASY 
0 00 200 300 EASY 
Damage Q 100 200 300 NORMAL 
Ü 100 200 300 HARD 
0 100 200 300 101% HARD 


қ, 


ENEMIES PRESENT (ALL DIFFICULTIES) 


None 


ое 


MISSION 008 














Once inside the stadium, you have to control the action with 
the GamePad. Wonder-Green is the man for this assignment, so 
switch to him right away, as you're on a strict time limit. From 
where you enter the building, use Unite Gun to pick up a large 
battery, then head up the stairs on the right side of the room. 
Avoid walking into any flames on the ground; it'd be a silly way 
to lose the Pure Platinum rank. 





When you reach the top of the stairs, follow the walkway to its 
end. Face the camera in the direction you're going to see where 
you need to launch the battery. You can't afford to miss if you're 
shooting for the Pure Platinum. 
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A Platinum Baseball logo inside the stadium above the exit lights 
up. Outside of the stadium, the circular logo begins to light up 
in sequence. You need to shoot the baseball with Unite Gun 
whenever one of the three circle-shaped lights is indicated. After 
the first and second shots, the light sequence speeds up. Every 
time you shoot at the baseball while the correct light isn't lit up, 
you will take damage. Shoot the baseball three times for the three 
lights in the sequence outside, and you'll complete the mission! 
Step onto the baseball field to move on. 
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Inside the stadium, you can locate Wonder-Science lying on a bench on tne 
| second floor [15], just after you shoot the battery into its slot. There |5 alse 
А 


| a Hero Heart Fragment in the rafters over the stairs [16]. А double-jume 


should help you reach it. 


Anea wei achially 
Ünce you actually 


| 

| 

| 

| field, you can pound 
on the pitcher's 

| mound with the Unite 


Hammer for another 





| hidden item. 














MEDAL REQUIREMENTS 
ELEMENT PLATINUM 6010 


Time 


Combo 


Damage 


4:00 


м fa 
n c 
CIC ca 


| ж | 
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Бь (лі {ар | & 


100 
5000 
6000 
8000 
10000 
0 

0 

0 

0 

0 


4:30 
4:30 
4:10 
3:50 
3:50 
3000 
4000 
SOK 
7000 
800 
500 
500 
500 
1000 
1000 


SILVER BRONZE 


5:00 
5:00 
4:30 
4:20 
4:20 
2000 
3000 
4000 
6000 
6000 
1000 
1000 
1000 
2000 
2000 


3000 
5000 
4000 
2000 
2000 
2000 
4000 


4000 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Wave 1: Dough-Goo, Chew Dough-Goo, 


Laambo, Die-Tiekuu 


THIERK ENCOUNTER: LAAMBO 





VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 


A Sixth-Class Officer and GEATHJERK veteran of Earth Defense 
War 2, Laambo is boisterous, overconfident, and brutal. He is a 
memorable sight to humans who survived their encounters with 
him. Leading a portion of the vanguard that has struck Earth, 
Laambo is an extremely powerful and dangerous opponent. 

His Dechno-Bo has claimed the lives of many a brave defender 
and helpless innocent alike, and he is more than willing to brag 


about this. 


A significant enhancement over the standard Tiekuu, this artillery 
piece is the one that is threatening the Virgin Victory and must be 
destroyed immediately! You first need to eliminate the significant 
defenses around the base of the unit before you can finally start 


doing real damage to its main guns. However, the Die-Tiekuu 


appears to be enveloped by an anti-intruder electro-kill field that 
activates whenever unauthorized personnel stray too close to the 


machine! 
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The first phase of this battle is actually quite simple. The turrets 
around the Die-Tiekuu will fire cannon shots onto the field. These 
can he recovered with Unite Gun (and on later playthroughs, Unite 
Whip) and shot back at the turrets for heavy damage. Any shells 
fired directly at the field can be reflected with Unite Guts. It is 
possible to use melee attacks on the turrets. A fully powered 
Unite Hand using Wonderful Stinger and Wonderful Rising can 
strip huge chunks of life off the turrets, but you risk eating а 
cannon shot point-blank. There's also the electrical field that 
Die-Tiekuu starts to generate if you stay too close to it during 
the battle. 


Complicating matters is the fairly constant presence of Chew 
Dough-Goo and Dough-Goo. They will keep teleporting onto the 
field until you defeat the Die-Tiekuu. If you're playing the ranged 
game, constantly check your surroundings to make sure you're 
not about to get blindsided by the small fry. The good news is 
that Unite Guts can keep you mostly safe from their antics so long 
as you're ready to react in time. 
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Once you wipe out the turrets around the Die-Tiekuu, Laambo drops onto the field to introduce a world of hurt. While generally a 
slow, lumbering target, Laambo is supremely skilled and dangerous with his Dechno-Bo. Unite Guts cannot block any strikes from 


that weapon. At all. Don't even try it. Scary as it might sound, you generally want to stick close to him and go nuts with combos of 
Unite Sword and Unite Hand. Unite Gun might have some applications, but only during portions of the fight where you can't get close. 


Unite Guts isn't entirely useless during this fight, but new players will have difficulty reacting to the attacks that can be stopped 
by it. Attacks using Laambo's free hand can be reflected, but they generally come so fast that they can beat Unite Guts before it's 


even properly formed. 





When Laambo draws his weapon back | " 
as though he's about to take а huge | 
swing, fall back immediately! Не will start 
spinning and cover a ridiculous portion of 
the field with the Dechno-Bo as he whirls 
around. Wait for him to stop spinning and 
don't let yourself get cornered by him 
while he is. You can resume the offensive 
once he comes to а halt. Also, be aware |! 
of your position at all times during this 
phase, as the Die-Tiekuus electrical | 
feld is still a factor in this fight! Also, if 
Laambo still has the Dechno-Bo intact 
and he jumps into the air, that's another 
cue to be anywhere else but where he's 
going to land. 


One trick to always attempt is to get Laambo "stuck" 
defending from your constant frontal assault. He will block most 
attacks to his face with the Dechno-Bo, which can eventually 
break and can stun him. However, if you trigger several Unite 
Sword attacks, then flank him with Unite Hand from the rear; 
you can deal heavy damage while he’s busy stopping the sword 
strikes. № you manage the stun, pile on the Team Attacks, then 
beat the stuffing out of Laambo with the biggest Unite Hand 
you can summon, If you have the Wonderful Rising for the Unite 
Sword or Unite Hand, you can launch Laambo while he's stunned 
and set up some very punishing combos. 


While active, Laambo easily shrugs off any Wonderful Ones 
involyed with Team Attacks, so using them might seem futile 
given how fast he shakes them loose. However, you can get some 
additional damage out of it between combos, particularly if 
you're running low on Unite Gauge and need a way to recharge. 


Lastly, Wonder-Blue might shout "Hey!" and appear onscreen. 
This is your chance to switch to Unite Sword and clash with the 
Dechno-Bo. If you win the ensuing clash, you сап cause heavy 
damage to the monster, but setting this up can be very tough. 
Not only do you need the weapon out and ready, but you need to 
attack at the oncoming Dechno-Bo to even initiate this clash. 
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This сап be а very brutal fight to new players, but everything 
Laambo does is telegraphed and can be avoided. Zoom the 
camera out as far as it can go while fighting Laambo, so that 
you're able to see what he's going to do and react accordingly. 
Once you drop his health bar into the yellow, Laambo retreats 
to tend to some urgent business. It's time to finish off the 
Die-Tiekuu. 


Players returning with Wonder-Black's Unite Бото can fillet poor Laambo with 
incredible speed. The time-dilation effect enhances whatever damage you re 
doing to him. You also can essentially keep him permanently on the defensive 
with Wonder-White's Unite Claw, at least until the Dechno-Bo breaks. 








The Die-Tiekuu unleashes a huge artillery barrage onto the field. 
Concentrate on keeping yourself out of the line of fire. Holding 
down the Sprint button will keep you moving and gather the 
team around you, which can help absorb the blast waves of near 
misses. After this barrage, a Chew Dough-Goo emerges from the 
Die-Tiekuu, armed with a GEATHJERK Baseball Bat. Deal with that 
Chew Dough-Goo and take the bat for yourself, and try to avoid 
letting it summon in any Dough-Goo while you're at it. 


The final battle consists of you standing your ground while 
the Die-Tiekuu uses an elaborate targeting laser to telegraph 
the massive spiked shell he's going to fire directly at you. You 
must swing just before impact to reflect the shell back at the 
Die-Tiekuu. If there are still Dough-Goo in the area, deal with 
them by sending out Unite Sword to protect your flanks while you 
take on the Die-Tiekuu's shots. It is possible to reflect the shots 
while on the move, but it's a lot easier to stand your ground as 
far away as possible so you have the most time to react. After 
enough home runs, Die-Tiekuu dies a much deserved death, and 
this chapter is over! 


This achievement requires you to hit back every cannon shot fired by the 
Die-Tiekuu. You can't miss even one, which is why we suggest holding your 
ground. 


HARD AND 101% HARD MODE 


There isn't much that is significantly different about this battle 
on higher difficulties beyond the increased health of all the 
enemies involved. That said, be especially careful when handling 
Laambo. Try to control him with Unite Bomb while keeping up 
the pressure on his flanks with Team Attack and Unite Morph 
combos. So long as you use the smallest Unite Bombs possible, 
you can actually keep him controlled while savaging him with 
near impunity and regenerating enough Unite Gauge to keep him 
slowed down with even more Unite Bombs. He's still capable of 
hurting you grievously even while slowed down, so don't forget 
to play defense when necessary. 











| 
OPERATION 001-С 


Welcome to your first proper boss battle іп The Wonderful 101! Utilizing a 

combination of intense quicktime events and the sort of blistering challenge 

fans have come to expect from PlatinumGames, every boss chapter in the 
| game will be a wild ride. Some things to remember during these encounters: | 
| WALKTHROUGH 





„ You start the Boss Battle chapters only with the permanent members 
of your team. Some battles send reinforcements you can easily 
recruit during the heat of combat. This is not always the case. CHIEVEM 


= You start many boss battles with a limited Unite Gauge. When PPE 
Wonder-Red engages Unlimited Form, the gauge is maxed out. 
However, after this first boss battle, there is often an extended 
sequence of events and combat that lead up to Unlimited Form 
being used, so be ready to fight with this limitation in mind. 


. Boss battles are long, and these entire chapters count as a Single "OR 
mission. Even if you skip all the cutscenes, you can expect multiple PROLOG =й 
phases of every fight, and every phase counts toward your final | OPERATION | 
rating of the chapter. This means that to meet the requirements for APERATION: 2 
the Pure Platinum, you must perform at your best for an extended 
period of time without failing any quicktime events, avoid getting hit, 
and be on-point with every opportunity to attack the boss. 


‚ Outside of random factors during actual combat, the boss battles ЕЛА 
will play out more or less the same every time, on every difficulty. | 
Obviously you'll have to work a lot harder on Hard or 101% mode ЕЕ 
to succeed, but you can take all that you learn on the lower difficulty Ші 
settings and apply it to higher ones. Certain counterattacks that 
would take a third of a life bar off a boss on Normal might only do a PERATIO 
quarter of a life bar оп higher difficulties. 


MEDAL REQUIREMENTS 


ELEMENT PLATINUM SILVER BRONZE 
1300 1320 14:30 1600 VERY EASY 
12:00 12:30 | 13:30 15:00 EASY 





Time 9:00 9:30 10:30 12:00 NORMAL 
8:30 9:00 9:30 10:00 HARD 
8:30 900 9:30 10:00 101% HARD 


13000 12500 12000 | 11000 VERY EASY 
14000 | 13000 12000 | 11000 EASY 
Combo 16000 15000 14000 | 13000 | NORMAL | 
18000 17000. 16000 | 15000 | HARD | 
20000 | 19000 18000 | 17000 101% HARD 
| 1000 2000 | 4000 | VERY EASY 
1000 | 2000 | 4000 | EASY 
1000 | 2000 4000 | NORMAL 
2000 400 | 8000 | HARD 
2000 | 4000 | 8000 | 101% HARD 


Damage 


exc o 


Laambo's personal chariot, the Ohrowchee is an extremely capable 
machine and is currently carrying a Super Reactor, which is the 
linchpin of Earth's defense, in its jaws. If humanity is to stand a 
chance against GEATHJERK, you must take Ohrowchee down! Expect 
the dragon to he bristling with firepower, all of which its pilot has 
plenty of experience handling. You'll have to tear it apart piece by 
piece up close. 
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The battle begins with you on the deck of the Virgin Victory. With Unite Hand, Ав you reach the tail, Ohrowchee flings you toward its wings. Complete the 











grab the ship's wheel to take control and give chase to Ohrowchee. You have Unite Hand quicktime event to cling to the monster, then head across the wing 
to steer the Virgin Victory around any obstacles and avoid taking damage to to reach its back. Watch for blue fights on the wing to indicate the arrival 04 


the ship's cannons to pummel the flying mech and shoot down any attacks it 
fires or any debris created from the buildings it crashes through. You can also 
speed the ship up to get close to the target and ensure your shots hit, but this 
gives you less time to react to any potential incoming damage. 
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zm US | Now the fight truly begins! Two of Ohrowchee's heads will engage you as you 





Eventually, you deal enough damage to Ohrowchee that you are prompted to 
aim and fire the ship's anchor at its tail so you can board й. Маке sure the ship 
is properly aimed at the indicated target before you fire to avoid wasting time. 
When the reticle turns green, you're good to go: 


reach the back. They are capable of using fireballs and beam attacks, both ai 
which сап be defended against with Unite Hand and Unite Sword, respectively 
it's especially important to use Unite Sword against the beam attack, as yog 
will deflect the shot toward the other head to cause heavy damage. In айай" 
to fire and laser breath, Ohrowchee can spit blue slime balls, but you can had 
these apart with Unite Sword. If you work fast, you might not see this attad 
often. 
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The heads will also try to crush you, but you can stop this with Unite 
Guts. However, it won't stop their rapid, alternating bite attacks, so fall back to 
safety the moment you see both heads move toward your position with their 
mouths open. As the fight progresses and you deal damage, Ohrowchee's 
heads will cough up Gatcha balls that contain captured civilians to add to your 
team. Recruit them as quickly as possible. 





Deal enough damage, and Ohrowchee tries to fling you into the air in hopes 
of putting a swift end to the fight. A Unite Hand event will trigger, and if you 
succeed, you deal extra damage to Ohrowchee. 





п 


Eventually, the two Ohrowchee heads will destroy a series of buildings. trying 
to crush you with falling debris. The chunks of masonry can be reflected at the 
heads with Unite Guts, but the timing is fairly tight. Eventually, a large shield 
-lis onto their back. You must pick it up to defend against the incoming sound 
slast the heads will try to set up. Successfully defending against the sound blast 


with the shield deals heavy damage to Ohrowchee. 
















After significant damage to Ohrowchee has occurred, Laambo leaps into the 
fray. You've already fought him once, and the same strategies still apply. This 
time you have a bit more open space to work with, and there's no threat of an 
electric barrier to run into. Work him down as quickly as you can, preferably 
by stunning him through breaking the Dechno-Bo. His part of the fight can bê 
either the shortest or the longest, depending on how уои fare fighting him. 





Ав you get Ohrowchee lower on health, eventually one of the heads will try to 
spear your team with its tongue, triggering a Unite Sword event. This disables 
the head, allowing you to Unite Build a new eye for it and take command of that 
head for yourself! Work quickly on the Unite Build, as the other head will try to 
blast you with its laser breath. Once the disabled head is unger you command, 
complete the event to relieve Ohrowchee of its other head. 
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s mi EZ, | 
Р F 3 
| SUE т 1 Bs d P i. 
Il ff 7 P и. f Laambo is done messing around, charging head-on at you with his Оесппо S 
Lvs ДАР ы | Meet his charges with Unite Sword. Make sure the weapon is out and as іё 
as you can manage before Laambo closes in; then swing the sword at зата 
just before impact. You must successfully counter his charges, or you will takes 
heavy damage! 






Е Fj 


| After a series of events, you're now falling toward the ground, chasing after the 
| Goddess of Blossoms. You have less than six minutes before impact. With Unite 
Hand, toss the nearby explosive canisters at Ohrowchee: They will home in on 
it regardless of your aim. Occasionally Ohrowchee will rise up to blast at you 
with beam breath, so defend with Unite Sword. It'll also try to smash you with 
its remaining chin, so be ready to Unite Guts if you have 50 or more heroes 
ready to go. You'll also be prompted to jump trom platform to platform, as 
Ohrowchee will try to destroy your footing to damage you. lust keep chucking 
the explosives at Ohrowchee until you're prompted to leap across multiple 
platforms consecutively, eventually arriving at the Goddess statue. 





After dealing enough damage through counterattacks, you have two mors 
events to complete. First, Unite Build a new arrow for the Goddess of Blossoms 
to shoot at Laambo: then use Unite Hand on the Dechno-Bo to finish the jos 








| R 
| А.С | With wonderful fanfare, Operation 001 is finally complete! 
| + т | * | 

| А Сошаһ-Ғаоп decides to add its two cents to the vigorous debate. Defend with 

| Unite Sword! Ohrowchee catches the damaged ship with its mouth, but you re 

| | prompted to use Unite Gun to blow them both away. 


pu 
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HARD AND 101% HARD MODE 


This is where nerves and skill factor in heavily. A single mistake can lead to a chain of mistakes 
that cost you a continue on these difficulties. The key to remember is that this boss fight, like every 
other in the game, is mechanically the same across all difficulties. All of Ohrowchee's attacks and 
Laambo's attacks are the same and follow the same rules. No boss battle introduces new phases 
on higher difficulties, nor does any boss gain new attacks. You can essentially take everything you 
learn about a boss on a lower difficulty setting, and apply it to Hard and 101% Hard mode. The 
primary differences are that you'll take significantly more damage on the harder settings. and the 
bosses have more health to chew through. The Pure Platinum rankings for all boss fights can be 
incredibly strict on these modes, so you have to exploit every advantage you get. 


Speaking of advantages, you get some amazing ones coming up from earlier difficulties. 
You should have most, if not all, of the heroes who can be found in the operations. 
You'll have all of the available Unite Morphs from the. main cast of heroes, 
which opens up some additional defensive and offensive capabilities. A 
Unite Hammer made of at least 50 Wonderful Ones can act as a 
Unite Guts on Ohrowchee's rapid bite attack during Phase 
Two. A large enough Unite Bomb can catch both 
heads during Phase Two, helping you to send 
out your teammates with the Team 
Attack to further weaken the 
enemy before you really 
lay into them. 
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OPERATION 002-А 
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the starting platform, wrap a Wonder-Liner around the 
| central circle to reveal Wonderful Figure No. 89. Proceed | 
forward off the platform, making sure to gather up any 

reinforcements you may need, 
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ELEMENT 





PLATINUM GOLD SILVER _ BRONZE 





2:10 230 | 2:50 3:10 VERY EASY 
2:10 2:30 2:50 3:10 EASY 
Time 2:10 2:30 250 | 310 NORMAL 
1:40 2:00 | 2:20 2:40 HARD 
1:40 2:00 | 2:20 2:40 101% HARD 
1500 1300 | 1100 201 VERY EASY 
1500 1300 | 1100 900 ЕАЅҮ 
Combo 1500 1300 | 1100 900 NORMAL 
3000 | 2500 | 2000 | 1500 НА) 
5000 4000 | 3000 2000 101% HARD 
0 500 | 1000 | 2000 | VERYEASY 
0 500 | 1000 2000 БАЗ 
Damage 0 500 | 1000 | 2000 NORMAL 
со | i000 | 2000 | 400 | HAP 
0 1000 | 2000 | 4000 101% HARD | 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Dough-Goo, Chew Dough-Goo, Raydown 







ENEMIES PRESENT (HARD-101% HARD) 
Diedough-Goo x 2 












| — — = т 
The area just below your starting platform is the site for Mission 1. A team of two Chew Dough-Goo and several Dough-Goo will teleport | 
onto the platform in the first wave, with a Raydown showing up after you defeat them. You've seen enough of the former by now that you | 
should understand how to handle them fairly quickly, even with à reduced Unite Gauge. Don't forget that you can reflect the Raydown's | 
beam with Unite Sword, and especially don't forget that the Raydown can still fire the basic cannon shots that the Hoedown can. | 


A pair of Diedough-Goo are problematic, but you can use Unite | $ 
Bomb to extend their vulnerable moments. if they use their | 
flamethrowers, you can catch their flames with Unite Hand, which | [ 
can really boost your destructive power when you counterattack. 


ES quu 








[2] After Mission 1 is in the can, you can proceed to the next part of the platform. On the left near a Wonderful Toilet is another member of the team, Wonder-Che 
[3] The fountain next to him can be circled by a Wonder-Liner for the first Platinum Coin. Climb up the building with Unite Chain, collecting batteries as you go. 
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[5] Get to the ledge on the upper right of the rooftop, and create the Unite 
Glider. Do your best to follow the clusters of Wonderful Batteries, as they will 
take you through the second Platinum Coin, 
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At the top of the building is а Gatcha, and a5 you approach it, a squad of 
Dough-Goo and You-Houghs appear in the area to try and stop you. It's 
important to take one of the You-Houghs for yourself, as you can fly it off the 
tower left corner [4] of the rooftop to locate a Hero Heart Fragment. The 
Gatcha itself contains Wonder-Nurse to add to the team. 
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The small red hut near the Gatcha can be smacked by the Unite Hammer for The building you eventually arrive at contains some collectibles for you. 
Among the first groups of citizens [6], you can find Wonder-Makeup hiding 
in the crowd. The third Platinum Coin can be found at the center of your 
initial landing site [7]; just trace the circle at the center of the glass with the 
Wonder-Liner. After you cross the broken bridge to the next building, you can 
&nd Wonder-Medicine being held prisoner within a Gatcha [8]. 











some extra food. 


On the rooftop of the 
small building сюзе 
to where you recover 
Wonder-Makeup is 

à black supply box, 
should you return to 
this operation with 
Wonder-Blac. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 






VERY EASY - 


3:40 4:00 4:20 4:40 
3:40 4:00 4:20 4:40 EASY 
Time 2:10 2:30 2450 3:10 NORMAL 
5:40 6:00 5:20 6:40 HARD 
5:40 6:00 6:20 5:40 101% HARD 
500 400 300 200 VERY EAST 
500 500 400 300 EAST 
Combo 1800 1500 1200 900 NORMAL 
2500 2000 1500 1000 HARD 
3000 2500 | 2000 1500 101% HARD 
0 50 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 
Damage 0 500 | 1000 | 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 10155 HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Hoedown x2, Diedough-Goo 


ENEMIES PRESENT (HARD-10 196 HARD) 
Wave 1: Koh-Tumeekey x2 





Your first threats in Mission 2 are а pair of Hoedown, followed by 
a Diedough-Goo. You can effectively park between both Hoedown 
and let them kill themselves with their own cannons with Unite 
Guts. but don't forget to work up your combos with them so you 
don't have to make it all up on the Diedough-Goo. 


HARD AND 101% HARD MODE 








Koh-Tumeekey can be very time-consuming. If you can Unite Guts 
against their copy of Unite Hand, you can quickly Unite Bomb to 
catch the fragments of the enemy, then pile on the damage with 
your own Unite Hand. Leading off with Unite Bomb will also allow 
you to stack many Team Attacks on both enemies to stun them 
for an alternative takedown method. 
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| То continue onward, you must use Unite Sword on the gate lock. Don't | 
| to revitalize the flower bed before going through the open gate, as it Bas | 

potent healing item. Also, remember 10 work toward the Mystic Wondess 
| Power Achievement. 











| Г 


| Опсе opened, the door reveals a large supply of Wonderful Batteries. Gai 
| other side of the gate is a Wonderful Toilet [9], containing GEATHIERE 
| no. 10. Don't miss the green supply Dox across the way from the № 
| Toilet [10], as it holds Wonderful Figure no. 70. With the area cleared 2 
| essentials, climb aboard the Maglev, and get ready for a wild ride and аж 








| showdown. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM 6010 





SILVER BRONZE 





5:30 5:50 | 6:10 6:30 VERY EASY 
5:30 5:50 6:10 6:30 EASY 
Time 5:30 5:50 8:10 6:30 NORMAL 
5:30 5:50 6:10 6:30 HARD 
5:30 5:50 6:10 6:30 101%: HARD 
600 500 400 300 VERY EASY 
600 500 400 300 EASY 
Combo 600 500 400 300 NORMAL 
1200 1000 800 800 HARD 
1500 1300 1100 900 101% HARD 
0 200 400 500 VERY EASY 
0 200 400 600 ЕАЅҮ 
Оатаде 0 200 400 600 NORMAL 
ü 200 450 500 HARD 
Ü 20 400 500 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Cough-Foon, Hah-Markee 





GEATHJERK is not going to let you get closer to Blossom Tower 
without a fight. As the Maglev speeds toward its destination, à 
Cough-Foon pulls alongside thé Maglev and deploys à GEATHJERK 
squadron to try and stop you. The controls are fairly simple: the 
left analog stick moves both your team and the Maglev between 
sets of tracks. However, if you have a Unite Morph active, you 
cannot control the Maglev, even to perform Wonder-Jump when 
prompted. You will have to switch between combat and driving 
to make it through this ride. 


The danger here is not just to your team; the Maglev can be 
shot down if it sustains enough damage, forcing you to continue. 
The Maglev sequence plays out similarly across all difficulties, but 
on higher difficulties mistakes can bring a much swifter end to 
your ride. 








| | GEATHJERK ENCOUNTER: HAH-MARKEE 


٦‏ ا бото‏ وی 


Elongated light bombers that carry powerful anti-ship missiles, 
the Hah-Markees on the Maglev rails have been deployed by the 
Cough-Foon that is giving chase. Somewhat lightly armored, the 
Hah-Markees must rely on their ability to destroy their target 
through numerical superiority. They do not have the ability to 
survive an extended engagement if there are active defenses. 
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When the Hah-Markees come, immediately move away from the 
center rail, as the lead fighter will have fired a missile. Switch 
to a small Unite Gun and try to intercept the enemy before 
they launch their missiles. The larger Unite Gun fires too slowly, 
and you're bound to take hits relying on it. You can also try to 
concentrate on dodging the missiles (and the Hah-Markees, as it 
is possible to inadvertently ram them), but these count toward 
your combo rating, so you have to take them down. In a pinch, 
the Unite Sword can be extended long enough to take down 
several enemies at a time. 


The first phase starts with you driving the Maglev, jumping over 
holes in the tracks and avoiding barriers. In addition to your own 
health, the Maglev can only sustain so much damage before it is 
destroyed, which is game over. Every time you fall into a pit, you'll 
take heavy damage, so be ready with those jumps. Thankfully, 
there are no hidden collectibles during this ride, allowing you to 
concentrate solely on protecting yourself. 
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After the first wave of Hah-Markees, the camera shifts behind 
the Maglev, prompting you to focus on driving. In addition to 
gaps in the rails, the track begins to turn violently, while still 
having numerous barriers on the rails. You have little time to get 
to the safe track to pass the barriers on the first set of turns. 
Additionally, you have to jump over gaps in the rails, but you can 
still steer in midjump. 





Shortly after the first two hairpin turns, a Chew Dough-Goo and 
some Dough-Goo will teleport onto the Maglev. Eliminate them 
as quickly as possible; the longer they're alive, the longer this 
ride stretches out. 
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Once you deal with the enemy, you have another turn séquence 
with more barriers and pits to avoid. This second slalom through 
the barriers is much longer than the first, so keep your wits about 


1 TE ЇШ Їй ШЕЙ! 










After more turns and barriers, the Cough-Foon deploys another 
wave of Hah-Markees. Shoot them down as quickly as you сап 
Eventually, the Cough-Foon flies onto the rails to give chase. Try 
to set up the largest Unite Gun you can muster for this sequence. 
but beware the Cough-Foon's beam cannon, and be ready to 
ewitch to Unite Sword to reflect the shot. Try to score this kill as 
fast as you can; the moment you shoot down the Cough-Foon, 
the mission completes! 











MISSION 4 


MEDAL REQUIREMENTS The ride isn't over yet. In fact, things just got a lot worse. Survive 
























PLATINUM GOI т the initial clash with the oncoming black ship and prepare for а 
4:00 500 600 7:00 VERY EASY sonar due 
5:00 6:00 710 8:00 EASY 
Time 6:00 ғ» 8:00 9:00 NORMAL 
3:00 10:00 | 11:00 12:00 | HARD GEATHJERK ENCOUNTER: Prince VORKKEN 
11:00 12:00 13:00 14-00 101% HARD 
5000 4000 3000 2000 VERY EASY 
10000 8000 | 6000 4000 | EAST 
Combo e UGU 15000 10000 5000 NORMAL 
30000 20000 | 10000 5000 HARD 
40000 30000 | 20000 10000 101% HARD 
0 500 1000 2000 VERY EAST 
0 500 1000 2000 EASY 
Damage ü 500 1000 2000 NORMAL 
0 1000 | 2000 4000 | HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Prince Vorkken, Chewgi 
А mysterious, masked space-pirate who has aligned himself 
with GEATHIERK, Vorkken leads the Guyzoch, a ruthless band of 
warriors who have traveled the known cosmos, seeking battle 
and fortune. Н is not known why or how һе and his band have the 
ability to Unite Morph, but it is clear that they are more than a 
match for the Wonderful 100 in every respect. 


СЕАТНЈЕКК Encounter: CHEWGI 


Prince Vorkken's second-in-command, Chewgi is among the most 
skilled men at Vorkken's command and does not stray far from 
his prince's side during battle. Armed with a dangerous naginata, 
Chewgi is quite capable at melee combat and is prepared to fight 
and defend his master. 


Prince Vorkken represents one of the harder battles in the game. His arsenal consists of everything you can do (and may not be able 
to do yet, if it's your first meeting with him) and many unique abilities. Vorkken also commands the deadly Unify Boomerang, a ranged 
attack that spins out toward you, covering large sections of his ship, depending on how many men he can commit to the attack. 
Additionally, Chewgi can command the bulk of the group to morph into deadly re-creations of monsters you've already fought. As with 
your own team, Vorkken's men swarm around him, meaning you will have to smash your way through his ranks to get your hands on 
him. Vorkken reacts quickly to threats and will rapidly Unite Spring away from danger, meaning you can't attack recklessly. 
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Vorkken switches between morphs often, meaning you mess me 
able to react sharply on à moment-to-moment bass Hs mec 
recover from damage quickly, so you can texpe 


consistently weakened throughout the fight. 
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Like Vorkken, one of your best defenses is to Unite Spring жез 
from most attacks. One exception to this is his Unify Boomerang 
Leap over and/or away from that attack, and sprint to the отш 
side of Vorkken's ship, if necessary. Unite Spring doesnt сату 
you far enough + he throws the boomerang directly at you 
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Use Unite Sword to open up апу approaches on Vorkken's team. 
You can knock out huge swaths of his men in the first strikes. 
Vorkken will automatically go into a Unite Spring frenzy before he 
stops and prepares to strike. You can use that time to power up 
a Unite Hand or Unite Sword, and hit him for very heavy damage 


as he stops evading. 
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After you manage to best Vorkken (at least for now), you have to 
survive a series of quicktime events during the ensuing cutscenes 
before the fight ends and the mission completes. 





You have to be considerably sharper for this battle, even with 
the full range of upgrades at your disposal. Mistakes are costly 
enough on Normal mode. On Hard and 101%, it's possible to go 
from having the advantage to staring at the continue screen in 
just seconds. 


Complicating matters on 101% Hard із the lack of 
time-dilation while using the Wonder-Liner to set up Unite 
Morphs. Vorkken can be a little easier to handle with Unite Bomb 
in your arsenal. The bombs' time-dilation effect field can allow you 
to knock out almost all of Vorkken's men, giving you a chance 
to really lay into him—that is. if you manage to hit them with it. 
Also, if you purchase the Hero Counter custom block and pair 
it with Hero Sense, you can easily counter almost every attack 
Vorkken does, thanks to Hero Sense's own slowdown effect. 








111 After surviving the Maglev ride and Vorkken's test, you arrive on another 
building rooftop. Move up the ramp to reach the higher areas, and another 
mission begins. 








MEDAL REQUIREMENTS 





SILVER BRONZE 


1:20 1:30 1:40 2:00 VERY EAST 
1:20 1:30 1:20 2100 EASY 
Time 1:20 1:30 1:40 2:00 NORMAL 
1:20 1:30 1:40 2:00 HARD 
1:20 1:30 1:40 2:00 10175 HARD 
400 300 200 100 VERY EASY 
500 400 300 200 EASY 
Combo 2500 2000 1500 1000 NORMAL 
2500 2000 1500 1000 HARD 
2500 2000 1500 1200 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 | 1000 | 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Raydown x2 





After fighting Vorkken, two Raydowns are almost pedestrian in 
nature regardless of your chosen difficulty. Play smart, use their 
beams against them to take out their shields, and finish them off. 


With Mission 5 out of the way, you've got some item collection to do. First 
is a Platinum Coin through a Wonder-Liner doorway in the building to the 
right of a Wonderful Toilet [12]. The Wonderful Toilet contains Figure No. 74: 
Wonder-Clock. 


if you use the 

Unite Hammer оп 
the roof of the 
building where you 
found the Platinum 
Coin, you can find 
Wonderful File No. 
7: Wonder-Green. 
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To the left of the Wonderful Toilet [13], near the edge of the roo&tae 
pink supply box that contains another Platinum Coin. You need th 
power to open this box; first-time players can get that power by c 
building to the right of the supply box. Next to the supply box is апове 
building that has a doorway you can send a Wonder-Liner into for 


healing items. 
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This is an interesting Kahkoo-Regah mission. You start win а 
very small group, but a group of Dough-Goo appear along wen s 
GEATHIERK-remote item. Pick up the remote as soon as posse 
to convert the enemy to your side. 
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NORMAL 





HARD 
101% HARD 
NORMAL 
HARD 
101% HARD 
NORMAL 
HARD 
101% HARD 

laser 1- Doso iC 

lm > CS Dooon-Soo x3, Dough-Goo 

DEMES PRESENT (HARD-10176 HARD) 
не 1- C Doooh-Goo x2, Koh-Tumeekey, 


lee 2- ru x2. Chew Dough-Goo 


Sse Mode = No 27 Wonder-Maaician 


— 


төте Diod: Fic же Мо 4 Wonder-Pink 


Тыс Sages s secum? wees of three Chew Dough-Goo to appear 
and тез Sc wd Sees more Dough-Goo to the field. However 
жесе ae = Wer! Todets scattered around the edge of 
fete Зе-2-с = Wonder-Liner into the toilets will reveal 
mone СЕ3Т--ЕСМ--е-се-- which can steal more Dough-Goo over 
їс your cause Ea you decide to do, you need to take out thee 
тете Chew Dine Soo to complete the mission. 











HARD AND 101% HARD MODE 





The more advanced version of this mission is a greater challenge 
because you're dealing with Koh-Tumeekeys throughout the 
ordeal, and you don't get a free set of troops to immediately turn 
to your side and must wait for the Chew Dough-Goo to summon 
them. Try to exploit the first two Chew Dough-Goo and let them 
summon multiple groups, while you use the GEATHJERK-remotes 
from the Wonderful Toilets to build an army. Try to get close to 
50 troops before you wipe out the first wave. 





| 
| 
| 


The time spent on the previous wave bolstering your forces will 
likely have cut deep into your time limit for a high ranking, so 
you have to work down the second wave as quickly as possible. 
Unfortunately, you do not have Unite Bomb at your disposal here, 
so there's no convenient way to control the pair of Koh-Tumeekey. 
Rid yourself of the Chew Dough-goo first, then go to work on 
the Koh-Tumeekeys. Focus on one at a time to the best of your 
ability, and take advantage of any Unite Guts opportunities that 
are presented. 


Some good Custom Blocks to equip for this mission are Hero 
Sense, Hero Time, and Hero Counter. This gives you an additional 
way to defend yourself while also giving you two methods of 
slowing the enemy down. 





Eiter completing Secret Mission 6, climb the building that is between the 
londerful Toilet and the pink supply box back in the real worta. 


MEDAL REQUIREMENTS 





2:8) 3:00 

Тіте 2:40 3:00 
2:40 3:00 

2:40 3:00 

800 #00 

1000 900 

Combo 1000 900 
1000 900 

1000 800 

0 500 

0 500 

Damage 0 500 
0 1000 


0 1000 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Gedie Dough-Goo 
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VERY EASY 
EASY 
NORMAL 
HARD 
10175 HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 


WALKTHROUGH 


OPERATION 2 | 


GEATHJERK Encounter: Семе DoucH-Goo 


The most advanced of the Dough-Goo combat armors, the Gedie 
Dough-Goo is more dangerous in close ranged combat due to its 
heavy armor plating attachments that are covered with magnetic 
spikes. The spikes are extremely hazardous to touch, even to 
Wonderful Ones. A common tactic of the Gedie Dough-Goo is to 
march directly at their opponents, confident that very little can 


actually break through their protection. 





For first-time players, the Gedie Dough-Goo is seemingly 
unstoppable, repelling the Unite Hand, Sword, and Gun with equal 
ruthlessness. It is in this moment of despair that Wonder-Pink 


makes her (much delayed) entrance! 
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Wı det rid of spikes! 


With Wonder-Whip, you can easily tear the spike armor 
off of the Gedie Dough-Goo, but you still have to prepare 
to avoid its various melee attacks and its rolling dash 
that it will frequently attempt to use against you. A Unite 
Whip of sufficient size can actually cancel this attack and 
leave the mech vulnerable to having a section of armor 
torn free. However, even with the armor torn free, the 
machine has the flamethrower and the cannon found 
in its predecessor. It can enter rage mode, parry your 
attacks with an energy shield, and become faster as you 
deal more damage. № a Gedie Dough-Goo is still wearing 
its spike armor and it starts to use its ranged weapons. 
it is essentially invulnerable until it finishes using those 
weapons. Plan your attacks accordingly. 


triager the last mission 1 


Once the armor is stripped free, the fight works almost ехасту кше 
a standard Diedough-Goo battle, though the бейе Dough ss 
still retains its powerful hand drills and can use them in piace of 


the standard foot stomp to beat Unite Guts. 





This fight plays mostly the same across all difficulties, wath 
the obvious differences in health and damage potential across 


the board, as well as your available arsenal. 








MISSION 8 





MEDAL REQUIREMENTS 
| ELEMENT PLATINUM GOLD SILVER BRONZE 






1:40 200 | 220 2:40 | VERY EASY 
| 1:40 2:00 | 2:20 240 | EASY 
Time 1:40 200 | 220 2:40 (| NORMAL 
1:20 2:00 | 220 2:40 HARD 
1:40 200 220 240 101% HARD 
1500 1300 | 1100 | 900 | VERYEASY 
1800 1600 | 1400 | 1200 | EASY 
Combo 6000 5000 | 4000 | 3000 NORMAL 
7000 6000 | 5000 | 4000 НАВО 
8000 7000 | 6000 | 5000 | 101% HARD 
0 500 1000 | 2000 | VERY EASY 
0 500 | 1000 | 2000 | EASY 
Damage 0 500 1000 | 2000 | NORMAL 
0 1000 | 2000 | 4000 | HARD 
O | 1000 2000 | 4000 101% HARD 






ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Chew Dough-Goo x 3, Dough-Goo 
Wave 2: Dahkarts 





BAJLISCIB CIE 


] With Mission 8 out of the way, you need to head to the Wonderful Mart to 
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ы Р. Е | complete this part of the operation. Stand on the roof of the building where 
- E й ! А 1 ^ н & 
=з „н | | you recovered a Platinum Coin [12], and use Unite Gun to shoot the target 
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[13] Send a Wonder-Liner across the gap into an open window on the building 
across the gap to retrieve Wonderful File No. 5. Now you can use Unite Whip 
on the crane to cross the gap and complete the level. 


ии 


То make things easier for when the Dahkarts shows up, try to 
clear out the Dough-Goo summoned by the Chew Dough-Goo 
before finishing them off. The extra distraction can be costly while 
trying to contain the Dahkarts. 
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[1] [2] The level opens with your team in front of а water slide that you can 
activate by using Unite Sword on a specialized switch near the start point. 
However, ignore that at first, and send a Wonder-Liner into the pictured 
locations ta uncover a food item and GEATHIERK File no. 8. You can't get the 
latter item if you activate the water slide first, 


Activate the water slide, then enjoy the ride down to the bottom. This is the 
rsi of two rides you need to take to earn the "Can We Take a Day Off?" 
Achievement. You'll know the second you see it. 









zs JE cu И 
A Ра. 


вы ан 


ш 





[3] To the right of the slide exit is a group of civilians; among them is Wonder- 
Ribbon, waiting to join the team. [4] A nearby Wonderful Toilet also contains 
GEATHIERK File no. 7. 
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[5] Qose to Wonder-Ribbon's location are three air vents with Wonderful 
atteries hovering above them. № you turn into a large enough Unite Ball 
and roll onto the middle vent, you'll be launched up to receive a Hero Heart 
Fragment. Үсу can also earn the Skyrocket! Achievement. 
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1:40 200 220 2:40 VERY EASY 
1:40 2:00 2:20 2:40 EASY 
Time 1:40 2:00 2:20 2:40 NORMAL 
1:40 2:00 2:20 2:40 HARD 
1:40 2:00 2.20 2:40 101% HARD 
100 30 80 70 VERY EASY 
120 110 100 90 EASY 
Combo 1500 1200 800 600 NORMAL 
1500 1200 800 600 HARD 
1500 1200 800 600 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
Ü 1000 2000 4000 HARD 
Ü 1000 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 


Wave 1: Chew Dough-Goo, Dough-Goo, 
You-Hough 


ENEMIES PRESENT (НАКО- 101% HARD) 
Wave 1: Gedie Dough-Goo, You-Hough 
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The harder part of this battle isn't necessarily dealing with the 
enemies but rather managing to score a high enough combo 
before you outright demolish this group. Consider letting the 
Chew Dough-Goo summon a squad of Dough-Goo to ensure you 
can meet the requiréments. Just beware of the You-Hough trying 
to sneak in attacks while you're preoccupied. 


HARD AND 101% HARD MODE 





The above sentiment can't be repeated for Hard or 101% Hard. 
Gedie Dough-Goo are great threats in their own right. The 
You-Hough can present a significant annoyance while you're 
busy trying to suppress the Gedie Dough-Goo. The Unite Whip, 
combined with the Unite Bomb, can keep your flanks clear while 
you focus on the primary threat. It might also be worth sniping 
the You-Houghs with Unite Gun, just to get them out of the fight 
earlier. 






| OPERATION 2 | 
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Revive this flower bed [6] with the Wonder-Liner for a Platinum 
Coin. 









Е = cs ee Em Perot and Wonder-Wonderland, 
== жин feces бет азго TE Ferris wheel. You can also send a 
Kc се өсте ко- Se sai ше buildings around the Ferris wheel 


a ane Ge AED 


[7] Wonder-Hammer 
gets a lot of use in 
this area and the area 
around the Ferris 
wheel. Оп the small 
rooftop overlooking 
the Platinum Coin 
Hower bed, a yellow 
supply box will appear 





metu ——- + “шәт Coin, which you can retrieve by 


once you have Wonder-Yellow; recover os Wonderful l Figure No. 97 from here паре кте тете өйте uri» cn Wondertu! Rising with either Unite Sword 
Mext to it is a hidden food item you can hammer out of the grounc т nme um = т- begi enay i reach it. 






m— ; /// 
иш, D ш ІШ ПИ 


Check the roofs of the 
small blue buildings 
to the left and night 

of the Ferris wheel; 
you can hammer them 
for more hidden food 
items. 





Е = БЕ О ae те valve at its base with Unite Hand, then dimi 
жеке ТТ кз Ee aee = the top of the ride [9], where yous 
жиы] xem ой ex Se in grating with a Wonder-Liner to ears 





| ме before Mem 2 зесе< you can stand at the я of ће courtyard and 
| send 2 Weegee woud free tan dreies on ground. [10] One @ 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 


MEDAL REQUIREMENTS 


| 
АГ 
| ELEMENT PLATINUM GOLD 


SILVER BRONZE —_ 





1:50 2:10 2:30 2:50 VERY EASY | 1:00 1:20 1:40 2-00 VERY EASY 
1:50 2:10 2:30 2:50 EASY | 1:00 20 1:40 2:00 EASY 
Time 1:50 210 2:30 2:50 NORMAL Time 1:30 50 2:10 2:30 NORMAL 
1:00 1:20 1:40 2:00 HARD | 2:00 2:20 2:40 3:00 HARD 
1:00 1:20 1:40 2:00 101% HARD | 2:00 2:20 2:40 3:00 101% HARD 
800 700 500 500 VERY EASY | 400 300 200 100 VERY EASY 
1000 900 800 700 EASY | 500 400 200 200 EASY 
Combo 2500 2000 1500 1000 NORMAL | Combo 1500 1200 800 600 NORMAL 
250 2000 1500 1000 HARD | 1500 1200 800 600 HARD 
3000 2500 2000 1500 10195 HARD 1500 1200 800 600 10195 HARD 
0 500 1000 2000 VERY EASY Ü 500 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL | Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD | 0 1000 2000 4000 HARD 
0 1000 2000 4000 | 2000 4000 101% HARD 


101% HARD | 0 1000 


ENEMIES PRESENT (VERY EASY-NORMAL) 


| ENEMIES PRESENT (ALL DIFFICULTIES) 
Gedie Dough-Goo, Dough-Goo | 
| 


Nyerk 


ENEMIES PRESENT (HARD-—101% HARD) 
Ankho 







17115313 ENCOUNTER: NvERK 
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-- Es | ms 5] м "uu ——— | A sluggish, pseudo-sentient space slime salivating for Shirogane- 
Ar Y io 2 powered CENTINEL Suits, the Nyerk absorbs organic material that 
contacts its exterior. Most Unite Morphs can't maintain coherence 
after touching a Nyerk, and the primary weakness is the core 
buried at the center of the creature. Fast, piercing strikes are the 
only solution here. 






There is plenty of space to work with, so the бейе Dough-Goo | | Ж T iy Ш am ШІ mm 
shouldn't be able to easily reach you without walking into a Unite | ЩЩ 
Whip flurry. | 


HARD AND 101% HARD MODE 








After the Nyerk is deployed, switch to the biggest Unite Sword 
you can summon. The sword can cut through the Nyerk's slime to 
strike the core directly. The Nyerk can absorb a Wonderful One on 
contact, which means you'll have to manage your distance to the 
beast, as it will crawl, leap, and lunge toward you. It can extend 
lethal spikes all around it, but this attack is heavily telegraphed, 
so you can Unite Spring or sprint to safety. 


TE 
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Advanced players on Hard to 101% Hard have had experience 
&ghting Ankho supported by multiple enemies. One by itself in 
spen terrain is only truly dangerous when you're still outside of 
your own melee range. Get close to it and lock it up with constant 
pressure from the front with Multi Unite Morphs while you flank 
1 personally for a pincer attack. Unite Bombs can further control 
the fight well before it gets started. | 
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Nyerks can generate powerful laser blasts, which are easily Should a Nyerk contact you, you'll be sucked inside and sum 
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reflected by the Unite Sword. losing health. You can struggle free, but be sure that in your nase 


to shake free you don't land back inside its clutches. 
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After finishing off the Nyerk, return to the site of Mission 1 for Secret Mission 4. 


SECRET MISSION 4 









GOLD SILVER BRONZE 


2:20 2:40 3:00 VERY EASY 
220 2:40 3:00 ҒАУ 
Time 2-10 2:30 2:50 NORMAL 
5 5:20 5:40 5:00 HARD 
5:00 5:20 540 &00 101% HARD | 
2000 1600 1200 200 VERY EASY 
2200 1800. 1400 1000 | EASY TT 
Combo 2400 2000 1600 1200 NORMAL 
3000 2500 2000 1500 HARD 
4000 3000 | 2000 1000 101% HARD 
8 500 1000 2000 VERY EASY 
D 500 1000 2000 EASY 1 
Damage 0 500 1000 2000 NORMAL | 
0 1000 2000 4000 HARD | 
0 1000 2000 4000 101% HARG 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Hoedown, Raydown х2 


ENEMIES PRESENT (НАКО-101% HARD) 
Hoedown x3, Raydown x2 


As soon as you reach the Mission 1 platform after bactracking from Mission 3, you're assailed from elevated positions by two Raydow 
and a Hoedown. This can be a tricky combination of enemies to deal with, as ай three have good lines of sight across almost the е 
battlefield. No matter where you flee, you will almost always be in sight of at least one of these enemies. 


HARD AND 101% HARD MODE 


In addition to the enemies on the high ground, the higher difficulty version of this 
mission adds two more Hoedowns on the ground level, meaning there are next to 
no safe spots to use. The Hoedowns and Raydowns will alternate their fire—it will 
be tough to Unite Guts cannon shells and reflect lasers. 


To make things easier, this battle requires a bit of preparation. Before you even 
jump into the mission zone, switch to a Unite Bomb-capable leader, and then use 
Unite Camp to overcharge the Unite Gauge. Jump into the arena and immediately 
Unite Bomb the two Hoedowns closest to the flower bed [6]. Switch to Unite Hammer, 
and hopefully you have enough overcharge to last through several full power swings 
that will break their armor. These guys ideally go down first. 


The goal here is to turn this battle into being more like the easier version as early as 
possible. ІҒ you take out those two Hoedowns, you only have one more on the roof 
to the right of the flower bed and the two Raydowns closest to the water slide. You 
can then use the rejuvenated flowers as cover from the Hoedown's shots while you 
concentrate on defending against the Raydowns, or you can use the flowers as cover 
against the Raydowns. Whatever you do, you can effectively work this mission out as 
you did on lower difficulties at this point. 
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Head back up to the Mission 2 and 3 zones to cross the broken bridge. Ün the 
other roof [11], you can find a red supply box with GEATHIERK File no. 4; а 
Wonderful Toilet with GEATHJERK File no. 44; and, among the civilians there, 
Wonder-Cheerleader. 
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But that isn't all there is. Using the sign behind the Wonderful Toilet [12]. you 
can create a ladder that will take you to a hovering platform that contains a 
portal to Kahkoo-Regah. You need 100 heroes on your team in order to make 
this ladder though. 













MEDAL REQUIREMENTS 
| ELEMENT PLATINUM GOLD 





1:20 1:40 2:00 2:20 NORMAL 
Time 14:00 14:30 1500 15:30 HARD 
14:00 14:30 15:00 1530 10195 HARD 
2000 1500 1000 500 NORMAL 
Combo 5000 4500 3500 2500 HARD 
5000 4500 3500 2500 101% HARD 
0 1 2 3 NORMAL 
Damage 0 | 2 3 HARD 
0 2 3 101% HARD 


ENEMIES PRESENT (NORMAL) 
Wave 1: Dough-Goo x9, Gehdown x2 


ENEMIES PRESENT (HARD- 1019595 HARD) 
Wave 1: Dough-Goo x9, Gedie Dough-Goo х2 
Wave 2: Gehdown x3 


REWARD FOR COMPLETION 
Normal Mode: Figure No. 79 
Hard Mode: Figure No. 90 
101% Mode: Figure No. 107 


THJERK ENCOUNTER: GEHDOWN 


те т. 


The final variant of the Hoedown light tank, the Gehdown 
incorporates the same armor technologies found on the Gedie 
Dough-Goo, along with deadly enhanced main guns. Their armor 
is indestructible by most of the means available to the Wonderful 


OPERATION 2 Т 


| shields with Unite Whip. You сап Unite Guts their air stomps, 
| but if they dash at you on the ground, your only choice is to 


100, but it can be ripped apart by Wonder-Whip. 






Until the Gehdown's shields are pulled off by Unite Whip, 
they are effectively untouchable from in front even by the 
various cannons left lying around the arena. Explosives you 
reflect with Unite Guts can't break their shields either. You 
can use Custom Blocks like Hero Time or Hero Sense to help 
you flank the Gehdown with a cannon and blast them, but it's 
not a reliable method to fight them. Try to get them to face 
you single file so they can't both shoot you, and rip off their 


not be in the way. 


Of course, you still have those Dough-Goo to contend with. The early parts of this battle might be frantic as you run 
around trying to get a good position. 





WALKTHROUGH 
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If you're having trouble handling this mission on your first 
playthrough, come back after you've brought Wonder-Black onto 
the team. The Unite Bomb is essentially the best way to tear off 
Gehdown armor with less hassle, and Hero Time or Hero Sense 
can make it easier to get in close. 


2 аш ~ 





Take the easier version of this mission, and make the two 
Gehdown into a pair of Gedie Dough-Goo. You also have to worry 
about the Dough-Goo, but not in the way you expect. If all the 
Dough-Goo are defeated, three Gehdown spawn in their place, 
which can be...taxing. Very, very taxing. 





The goal here is to remove the armor on the Gedie Dough-Goos 
WITHOUT killing the Dough-Goo. This is best managed by the 
use and abuse of Hero Time and properly timed Unite Springs. 
The nice thing about Gedie Dough-Goo is that their spikes count 
as an active threat at all times, so if you stray close to one, 
immediately Unite Spring; if you were close enough, you will 
trigger Hero Time. This lets you get many Unite Whip strikes and 
hopefully remove their armor expediently. Without their armor, 
you can finally start getting some hostiles off the held. 





Try to stay on the edges of the arena, traveling around in the 
direction you prefer. № you can get the бейе Dough-Goo to 
follow you more or less in single file, you can hit both with the 
Unite Whip. Even if you can pull the armor of only one enemy at a 
time, hitting both simultaneously might stagger both, giving you 
some breathing room to work with. 


HARD AND 101% HARD MODE 


There isn't anything you сап do to change one of іе 
toughest aspects of the mission: a hard limit to how many 
Morphs you can use. On both versions of this mission, you ca 
only use 50 total morphs, whether it's creating Unite Whip 
attack or using one Unite Guts or Unite Spring to defend yoursel 


Don't mess around with traditional melee to finish off the Се 
Dough-Goos once their armor is gone; there are cannons littes 
the field for a reason. Don't rely on the beam cannons 
blue-tinted cannons) to do the job, though; the basic cannes 
will be faster. 





The Unite Bomb can be a huge help, but it is also fairly expense 
to keep using early on when you have no real way to quee 
regenerate Unite Gauge, which you need to save for cream 
larger Unite Whips that can take off the spike armor faster. 


Should the Gehdown become involved before you're res 
things get frantic, but they can be manageable if you're an 
with Unite Spring and are using Hero Time. Hero Sense 
works, but like Unite Bomb, it's just too costly to your Unite € 
especially during a battle that relies on your management of Е 





Even if you wipe out the Gedie Dough-Goo before the Gehdow 
arrive, you're not out of the woods just yet. You might conss 
switching on Hero Sense. So long as you have Unite Whip oF 
size, you can yank off the Gehdown's armor, and Hero Sense) 
give you those windows of opportunity you need. Keep Ё 
Time active as well to further slow the action down. The 
part about the Gehdown group is that there are three and 
there is so much you can't block with Unite Guts until you takes 
their armor. After you take out at least one, the battle becos 
significantly easier to manage. 


This battle will take practice. That practice WILL тап 


overall score for the operation. It's all very manageable wita 
practice, though. 






As you leave behind the rooftop with the Wonderful Toilet, an old friend decides 
to make an appearance. 





WALKTHROUGH 

















MEDAL REQUIREMENTS = 
ELEMENT PLATINUM GOLD SILVER BRONZE 





| 1:40 2:00 2:20 2:40 VERY EASY 
1:40 2:00 2:20 2:40 ЕА5Ү Pam 
Time 1:40 2:00 2:20 2:40 NORMAL | | 
40 | 200 | 220 240 | HARD | 4 
1:40 2:00 2:20 2:40 101% HARD 
0 500 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
Ü 1000 2000 4000 HARD 
О 1000 2000 4000 101% HARD 
Run—it's the only option. There are no important collectibles to ENEMIES PRESENT (ALL DIFFICULTIES) 
worry about during this mission. If Gah-Goojin catches up, you'll Gah-Goojin 


take damage and have to restart the sequence you failed. 





The chase doesn't end there. After another short sprint with the 
giant mech on your heels, you must bridge a gap to reach a 
faraway rooftop. 





Eventually you will reach a crane. Use Unite Hand to twist a valve, 
bringing а set of girders to you, Jump onto the girders, then jump 
away from them to start a long sequence of quicktime events Gah-Goojin manages to catch up, but one Unite Whip and 


that involve running up a collapsing tower and using Unite Gun Wonder-Jump later, the mech stops being a problem, for now. 
to blast apart a building Gah-Goojin is trying to throw at you. | 
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[13] After surviving Mission 6, take the time to loot this new rooftop. Ihe бше supply Dox comtans Wond 


Wonderful Figure No. 28, and the Gatcha is holding Wonder-Shopping prisoner. You can then Unite Build a ladder up the blue tarp marked by batteries to reme 
the next mission Start. 
7 MISSION? 
MEDAL REQUIREMENTS сатте. | а 





200 | 220 2:40 3:00 | VERY EASY 
2:00 220 240 300 | EASY 
Тіте 2:00 220 240 300 NORMAL 
2:00 220 240 300 НАВО 
2:00 220 | 240 3:00 101% HARD 
0 200 | 400 500 VERY EASY 
0 200 | 400 500 EASY 
Damage 0 200 400 600 NORMAL 
0 200 | 400 600 HARD 
0 200 400 600 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Gah-Goojin 





Eventually you reach a dead end as the building rolls onto 
side. You have to bridge across the collapsing glass to reach ш 
new path, just as the building rolls again. Follow that short рай 
Another race against time. Gah-Goojin starts to bring down the until you reach another сызыла Unite Whip сап latch on to hes 
building, leaving you no choice but to run inside and up the hanging from above and swing you to relative safety. 
collapsing stairwells and walkways as you try to get to safety. 

In your rush, be mindful of sections of walkway that collapse in 

front of you, and be ready to make the jump. 








As you get back outside the building, Gah-Goojin throws it, 
forcing you to Wonder-Jump to safety. From there, you must leap 
across a series of falling platforms until you are prompted to 
create the Unite Glider. 
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OPERATION 2 


The roof you've landed on is devoid of collectibles, However, the Cough-Foon 
has crashed nearby, and its access hatch is open. When you climb inside, the 
action shifts to the GamePad. Inside the ship's command room, you will find 
а valve to twist with Unite Hand, bringing the Cough-Foon back to life and 
activating a set of controls in the middie of the room. 


The Glider trip is uneventful, leaving you to gather the clusters 
of Wonderful Batteries in the air. When you land, however, а 
Cough-Foon decides to greet you with a face full of laser. Return 
it to sender with Unite Sword to put this mission to an end. 
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The controls to the Cough-Foon are actually quite simple. The 
four buttons are arrayed as follows: The top button, toward the 
front of the ship, fires the main gun. The left and right buttons 
move the ship in those directions, while the button at the rear of 
the ship causes it to jump, allowing it to shoot targets (or crash 
into targets) on a higher elevation. You must move your team 
onto the button you want to use. 


The Cough-Foon's beam has a short cooldown that prevents 
continuous fire, so time your shots well. Don't be afraid to use 
the jump function, as it also propels you forward faster, which will 
help you stay under your target rank time. 





1 
| 
| 
| 


The goal here is simple: survive the ride. By default, the action 
outside of the ship is played on your TV, while the bridge controls 
are on the GamePad. This can be switched around if you wish. 
Blast all of the Cough-Foon and Hah-Markees that you сап, 
while avoiding crashing into buildings or getting shot by hostile 
Cough-Foon beams. 





MISSION 8 | 
































| ELEMENT 





PLATINUM GOLD SILVER BRONZE 


6:10 6:30 6:50 7.10 | VERY EASY 
6:10 6:30 6:50 7:10 EASY 
Time 5:30 5:50 | 610 6:30 NORMAL 
10-00 Pit 12:00 13:00 HARD 
0:00 1100 1200 | 13:00 | 101% HARD 
6000 5000 4000 3000 VERY EASY 
7000 6000 | 5000 4000 | EASY 
Combo 10000 8000 | 6000 4000 | NORMAL 
13000 12000 | 11000 | 10000 | HARD 
14000 13000 | 12000 | 11000 101% HARD | 
0 300 600 1000 | VERY EASY 
Ü 300 600 1000 EASY 
Damage 0 300 600 1000 NORMAL 
0 300 600 1000 | HARD 
0 300 600 1000 | 


101% HARD | 


ENEMIES PRESENT (VERY EASY-NORMAL) 
саш -Ғооп, Hah-Markee, Hoedown 


ENEMIES PRESENT (HARD-1 01% HARD) 
Cough-Foon, Hah-Markee, Diedough-Goo 
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Things get interesting midway into the mission, as a Hoedao 
teleports into the ship's command bridge. Deal with thee 
distraction as quickly as possible, as the action on the outside ж 
not going to stop while you handle the invader. 


Eventually, the ship reaches its final destination, announced 8 
exploding over another rooftop. The team lands safe and soum 
and the mission is complete. 


HARD AND 101% HARD MODE 


On Hard and 101% Hard, the ship is boarded by a Diedough-& 
as opposed to a Hoedown. Try to keep the fight close to $ 
Beam button on the bridge so you can keep shooting at targes 
on the outside while you repel the boarder. 


































The building you land оп [14] Ваза small patch of grass with a shape you can 
see shining along its edge. Trace it to reveal Wonderful File No. 6. North of 
this marking is а doorway you can Wonder-Liner into for a food item. Bridge the 
gap to the right over to the next rooftop. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 
| 2:40. 3:00 

2:40) 3:00 

Time 3:50 410 
3:50 4110 

3:80 4:10 

800 700 

1000 $00 

Combo 1500 1300 
2000 1500 

2000 1500 

0 500 

0 500 

Damage Ü 500 
0 1000 

0 1000 


3:20 
3:20 
4:30 
4:30 
4:30 
600 

800 

1100 
1000 
1000 
1000 
1000 
2000 
2000 


SILVER BRONZE 


3:40 
3:40 
5:50 
5:50 
5:50 
500 
700 
900 
500 
500 
2000 
2000 
2000 
4000 
4000 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Gedie Dough-Goo, Gehdown, Dough-Goo 





VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 





This mission is supposed to serve as the official introduction 
of the Gehdown, but if you've followed this quide, you and it 
are already best friends. The tank appears back where you first 
landed on this chain of roofs, while a swarm of Dough-Goo 
appears near a withered flower bed [15]. A Gedie Dough-Goo 
occupies the central rooftop. You can Wonder-Liner around that 
flower bed for a Platinum Coin. 






MISSION 9 ^ 


WALKTHROUGH 


OPERATION 2 à 
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Quickly head back to the Gehdown [14] and deliver righteous 
justice to the lone tank. If you're fast when bridging over to it, 
you can avoid having the Gedie Dough-Goo follow you. The trick 
is to try and keep the two large targets isolated from each other. 
This saves you the grief caused by the Gehdown's artillery. The 
lone Gedie Dough-Goo can be manhandled with Unite Whip, and 
the Dough-Goo are fodder to you by now. 





OPERATION 002-С 


The team arrives at Blossom Tower, finding that the parasitic intelligence extractor is still hard at work. It can't be allowed to escape, lest Earth's defenses Ж 
vulnerable to the wrath of GEATHIERK. The final battle of Operation 002 begins: 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM 








SILVER BRONZE 


19:00 21:00 23:00 2500 | VERY EASY 
19:00 21:00 2300 2500 EASY 
Тіте 19:00 21:00 2300 2500 NORMAL 
19:00 21:00 | 23:00 | 2500 НАВО 
19:00 21:00 23:00 25:00 101% HARD 
5000 4000 | 3000 2000 | VERY EASY 
6000 5000 | 4000 2000 | EASY 
Combo 7000 6000 5000 4000 NORMAL 


18000 15000 12000 10000 HARD 
20000 18000 15000 12000 101%, HARD 
į 1000 2000 4000 VERY EASY 


0 1000 2000 400 EASY 
Damage 0 1000 2000 | 4000 | NORMAL 

0 2000 | 4000 | 8000 HARD 

0 2000 4000 | 8000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Notoriyeah, Dough-Goo, Gah-Goojin, 
Diedough-Goo, Gedie Dough-Goo 
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Ga tu 
near the flower bed, 5 
the building's large glass panel to reveal the last Platinum Coin. The wing 


| opposite to it contains some food. 





With everything looted, climb up to the final rooftop to recover at the жш 
Wonderful Mart. The climax of Operation 002 is in sight! 





PHASE ONE 


СЕАТНЈЕКК ENCOUNTER: NoTORIYEAH 


Designed almost deliberately like a traditional UFO, the Notor 
is clasped firmly to the top of Blossom Tower when you епсош 
it. It is defended by a complement of Dough-Goo that regular 
teleport in to interfere with any attempted sabotage. In additi 
the troops, the central reactor on top of the Notoriyeah 15 capa 
of defending itself. 


ы ФУ FETA 
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WALKTHROUGH 


As you get closer to destroying the Notoriyeah, the beams begin to travel 
in opposite directions in addition to moving even faster, and the AUF will be 
deployed more often. You have to make your chances at striking the reactor 
count for more, Unite Sword and Unite Hand can deal heavy damage while you 
stay in the air, letting the lasers pass underneath you. 


On higher difficulties, you will inevitably be capable of hitting much OPERATION 2 | 


harder than someone just starting the game, as you'll be able to call on larger RATION 3 ü 
groups of heroes from the start to form larger Unite Morphs. You also have =o | 
other nice tricks potentially at your disposal, such as the Hero Sense, Hero 

Time, and Dodge Mine custom blocks. The fight against the Notoriyeah plays 

out the same regardless of your difficulty settings, but it will definitely be faster 

on repeated playthroughs, when you have better skills. 











The Notoriyeah seems docile at first, relying on Dough-Goo to teleport to its 


defense as you strike the seemingly helpless central reactor. This perception 
«ill change the moment it deploys its anti-Unite field, which makes it impossible 
to use any Unite Morph. You must rely entirely on running and sprinting to 
avoid incoming attacks from the Dough-Goo. However, the field does eventually 


shut down, allowing you to tear into the reactor again. 





Shortly after you turn the Notoriyeah to scrap, an old friend stops by. In response, 
Wonder-Red orders the team to engage Unlimited Form. The fight's on! 





&5 you deal damage to the Notoriyeah, it will start firing lasers from its 


ғ 


actors, sweeping them across its surface continuously, forcing you to move 
sound the area to avoid getting burned. You can Unite Spring over these 
zsers, but the timing can be deceptively tough. The lasers start off firing on 
scposite directions of each other, essentially dividing the arena in half, ало the 
sstation speeds up the more damage you cause. The anti-Unite field (AUF) is 
Zcloyed constantly throughout the fight to further complicate things. - 
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 GEATHJERK ENCOUNTER: GAH-GooJIN (EQUIPPED 
_митн CoucH-Foon ASSAULT LANDING SHIP) 


The GEATHIERK anticipated instances where a Gah-Goojin would 
need to supplement a limb due to combat damage, and so you 
have what you see here: a Gah-Goojin with a Cough-Foon for 
an arm. Do not underestimate this combat form of the mech. If 
anything, the Gah-Goojin is even more dangerous than before! 


Gah-Goojin starts off the fight with a wide variety of abilities. Complicating 
all this is the fact that you're standing on Blossom Tower, which has its own 
health meter you must watch. As Gah-Goojin attacks you, it will inevi itably be 
striking the tower. As it takes damage, craters and pockmarks will appear on its 
surface. Fortunately, you can repair the visible damage with the Wonder-Liner, 
but this only restores a portion of the tower's health. You can't keep this up 
forever; eventually it will be destroyed and you will fail the mission. 





Your primary target throughout this fight is the head of the Gah-Goojin. Unite 
Whip and Unite Sword have the best range and damage combination, while 
Unite Hand can outdamage both but requires you to get much closer. Unite Gun 
works well early on when boosted into its Ба200 ka form. 
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PHASE TWO 
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Gah-Goojin will try to pound the top of the tower with the Cough-Foon a 
actual remaining fst This can be blocked with Unite Guts, but only if yous 
50 or more heroes on your team. Reinforcement тд from the СОА EI 


deployed regularly by helicopter throughout the battle to help starting prse 
max out their potential. 


А Жұт 






Gah-Goojin can fire its vulcan cannons at the tower. This cant be 
unless you've unlocked a hero with the Unify Naginata ability, so fuste 
of the ам ау. 
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WALKTHROUGH 





When Gah-Gooji ducks under the tower and returns with a gas tanker or 
burning fuel tank in its left hand, raised high, switch to Unite Gun immediately 
to blast it. If you're fast, you can blow up the object in its hand. Gah-Goojin will 
also throw large chunks of debris at the tower, but these can be reflected with 
à Unite Guts consisting of 50 or more heroes. 








№ OPERATION 2 | 


Possibly the most dangerous to your success are Gah-Goojin's more direct 
assaults on Blossom Tower. It will attempt to grab on to the tower and tear it 
apart; respond to this with the heaviest atlacks you can muster on its limbs 
until it lets go. EPILOGHE 


sah-Goojin will also fire a series of cannonballs onto the tower, which will 
detonate after a short delay and cause heavy damage to the tower. With Unite 
sun or Unite Whip, you can return these packages to the sender. 





The Gah-Goojin occasionally will fly a distance away and fire a wire-guided 
rocket punch at the tower. The wires will cling to the tower and threaten to 
pull it down. Use Unite Sword on the cables on your right to save the tower. In 
another variation of this attack, Gah-Goojin will fire off the Cough-Foon as a 
rocket punch, but this can be intercepted with a well-timed Unite Whip strike. 
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&h-Goojin will also occasionally climb с onto the tower and try to denn onto | — ЗЕЕ» | 
ен or fire his laser al point-blank range. These сап ре stopped with Unite Gah-Gooiin will also deploy Diedough-Goo onto the tower. Deal with them 
виз and Unite Sword, respectively accordingly, and quickly. You really can't afford to have them stomping around 


the tower while you deal with the boss. 123 
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Throughout 











the battle, GDA fighters, led by Pink 
Leader, will be swooping in with air strikes on 
Gah-Goojin. You'll be prompted to Wonder-lump 
onto a passing squadron of fighters flying in 
formation, giving you a chance to Unite Whip the 
head of Gah-Goojin directly № will try to smash 
the fighters with its fist, but you can stop that with 
Unite Guts. Take as much advantage of this flight 
as possible before you're returned to the tower. 
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Throughout all of the above, you should be constantly striking Gah-Gonjin's 
ally break the armor on it. Gah-Goojin will deploy spikes 


head, which will even e 
on its head, nicum you to use Unite Whip to tear the spike armor off of the 
machine. During this phase of the fight, it will deploy Gedie Dough-Goo. Try 


to get that armor off before you're dealing with more enemies on the tower! 











m 








toward you while 
its head spikes are deployed. This sed with a Unite Whip 
strike on the oncoming vessel, which will be prompted by Wonder-Pink calling 
for your attention. Alternatively, Gah -Goojin will attempt to use a high-powered 
use Unite Gun 


Gah-Goojin will also fire its Cough-Foon as a rocket punch 


attack can be rever 


laser from the Cough-Foon, and Wonder-Green will call for you to 
to stop the incoming shot. 
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With the spike armor removed, you can finally start dealing real dama 1 
the Gah-Goojin. Unite Whip and Unite Hand are excellent choices here Бшш 
on higher difficulty settings, you should be able to smack some ји 
Gah-Goojin fairly quickly at this point. 
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In addition to its regular arsenal, it will try to slam debris directly € 
tower. This can be dui d vith Unite Guts and will eventually cause Temm 
ower. Wrap a Wonder-Liner around the arm to pick i | 


»-Goojin's fac 


to fall onto the 
follow the command prompt to throw it back at Ga 


WALKTHROUGH 





Once you've depleted all of Gah-Goojin's health, it decides that enough is enough, and it tries to slam a 
skyscraper through you and into the tower. Unite Hand your way through the obstacle. Gah-Goojin will 


CET 





counter your counter with a Cough-Foon Spike Rocket Punch (really), and you will counter its counter 
of your counter with Unite Whip. 





OPERATION 2 | 





Now headless, Gah-Goojin's body collapses 
against the tower, spewing O-Parts galore. 
Collect everything you can, then climb inside 








the machine. You're not done yet! 







Inside the Gah-Goojin, you need to follow the undulating conduit, avoiding acid flows and swinging 
electric cords. Leap over gaps in the conduit until you reach the heart of the beast. Mash it as quickly 
as possible with the biggest Unite Morph attacks you can summon. It's undefended! 



























With a head like a hole, and without a heart to call its own, Gah-Goojin still does not give up, pursuing 
the Wonderful 100 after they Unite Whip to the Virgin Victory. Its last gasp for victory is stopped 
through precise application of Unite Hand, and the battle finally concludes. 
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OPERATION ООЗ: STRATO PORT 
STRATOSPHERIC AIRPORT 








OPERATION 003-A Қанай 


| WALKTHROUGH 





























attack to open the shuttle's exit. | 








After landing on the burning wing of a shuttle, rip open the access hatch to 


enter the shuttle. 










— — —— 


Once inside, you will find a Gatcha next to a cluster of civilians. If you extend 
a Wonder-Liner off the ledge to the left of the Gatcha [1], you can locate a 





[3] Outside the shuttle, you can fing a portal to Kahkoo-regah, as 
another addition to your permanent ranks, Wonder-Prince. Collect him 


Platinum Coin. 
you enter the portal. 





Not far from the Gatcha, the team runs into Luka, the angry schoolboy from the 
end of the Prologue. He insists on coming with the team, so get a Wonder-Liner 
around him to bring him along. You can also rejuvenate the flower bed near 


Luka for some food. 


128 Prima Official Game Guide „®  primagames.ce 









MEDAL REQUIREMENTS 





| ELEMENT PLATINUM SILVER BRONZE 
y 1:30 1:50 | 2:10 2:30 NORMAL 
Time 4:00 4:30 5:00 5:30 HARD 
4:00 4:30 | 500 5:30 101% HARD 
3000 2500 | 2000 1500 | NORMAL : ag 
Combo 7000 | 6000 | 5000 | 4000 | HARD WADRIPROUSH 
7000 | 6000 | 5000 4000 101% HARD 
0 1 Р. 3 HORMAL 
Damage 0 | 2 3 HARD 
0 2 3 101% HARD 


ENEMIES PRESENT (NORMAL) 
Wave 1: Nyerk x 2 


ENEMIES PRESENT (HARD—101% HARD) 
Wave 1: Deah-Kani 


REWARD FOR COMPLETION 
Normal Mode: Figure No. 22 Wonder-Judo 
Hard Mode: Figure No. 36 Wonder-Patissiére 
101% Mode: Figure No. 5 Wonder-Yellow 





| OPERATION 3 i) 


Two Nyerk at once can be frustrating if you're not paying attention to your spacing, but compared to the last couple Kahkoo-regah 
missions, this is fairly tame. Concentrate on using the biggest Unite Sword you can, and fall back quickly if the Nyerk lunge at you. Try 
to avoid using Wonderful Stinger. You might be able to push through one Nyerk, only to fall into the clutches of the second. Always try 
to take advantage of the lasers the Nyerk fire by reflecting them. 


HARD AND 101% HARD MODE 


| 
Тһе Deah-Kani isn't new to players who have already run through 
| the game on earlier difficulties, and the Deah-Kani here is actually 
| ata disadvantage. You have a lot of room to run circles around the 
| big guy, so you can always give yourself the space to avoid its acid 
| blobs or beam shot and strike from the flanks. Force the giant crab 
| enemy to stand as quickly as possible so you can cut off its legs and 
| send it crashing back down again. From there, you can rip apart the 
| armor and get at the weak spot. The Platinum rank for this mission 
| requires you to work fast, so you can't afford to squander your 
| 
| 


chance at the weak spot once you expose it. 
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= Back outside the portal, you need to twist this valve to get access to the rest of the wing. If you follow the piece engine you released to the trailing edge of the 
we. you'll find a Platinum Coin. 
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— : 
: ELEMENT PLATINUM GOLD SILVER BRONZE ы 
: 4:30 [0 5:30 6:00 VERY EASY 
р ; 430 500 550 600 | EASY 
: Тіте 400 430 | 500 530 | NORMAL 
30 150 | 2:00 2:30 | HARD 
1:30 150 2:00 | 230 | 101% HARD 
- 2000 1500 1000 Г 500 | VERY EASY 
2000 1500 | 1000 | 500 | EASY 
Combo 2500 2000 | 1500 | 1000 | NORMAL 
5000 | 4000 | 3000 | 2000 | HARD 
: 5000 5000 | 4000 3000 101% HARD | 
— : 0 50 | 1000 | 2000 | VERY EASY | 
You gain the Unite : j 3 алаға - — " 7 Damage : = TOO 2000 ны 
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Hammer ability on te um um um zu TE "HT 
this operation, well = E: s г 
after you have access H | 

to the items hidden 
along the trailing 
edge of the wing 
next to the Platinum 
Coin. You can find 
Wonderful Figure 
No. 16 next to the 
coin, Wonderful 
Figure No. 40 оп 
the section after the 
next to the left, and 
Wonderful Figure 
No. 52 another two 
sections Over. 


1000 2000 4000. HARD 
1000 2000 4000 101% HARD | 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Chew Dough-Goo x3, Dough-Goo x3 
Wave 2: Gedie Dough-Goo 


ENEMIES PRESENT (HARD-101976 HARD) 
Surey Doora x2 
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The Strato Port shuttle fleet is being assaulted by the Envan 
assault carrier. The Envan is armed with an extensive missile 
stockpile and lethal tentacle arms that can drain a craft of 
electrical power or tear apart Earth fighters with a single swipe. It 
is also capable of extreme speed and has more power than is truly 
necessary to handle a ramshackle group of unarmed transports. 






Three Chew Dough-Goo and a complement of Doug! 
ambush you as you approach the wing tip. Once defeated, the 
are quickly followed up by a Gedie Dough-Goo. 


| 


Маке your way toward the wing tip, avoiding the missiles the Envan fires. You 
can't do anything about it rignt now. 


pos — Ган | Б - = 
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А passing Gaia Defense Army fighter lowers a hook to the wing 
тр, encouraging you to climb onto the ship and rescue civilians 
who are stuck aboard. Unite Whip onto the small craft, and rescue 
the crew quickly, as you're still on the clock. 








With the civilians saved, drop back down to the wing tip. You 
want to reach the transport next to this one. Before you can jump 
across, the Envan fires missiles at the wing tip of the next shuttle, 
widening the gap. You can't make the jump now due to the high 
winds, so you must Unite Build a bridge between both wings to 
reach the next transport. Аз soon as you fall into the hole on the 
wing, the mission is complete. 


HARD AND 101% HARD MODE 
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[5] After your brief reunion with Professor 
Shirogane, he joins your team as you 


You face only two Surey Dooras on the higher difficulties, 
but "only" is a relative term. You don't have a lot of room to 
maneuver and the Surey Dooras are incredibly fast. Unfortunately 
for them, the cramped space means that a large enough Unite 
Bomb can cover most of the arena and leave them vulnerable 
to attack. After you take them down, you don't have to actually 
rescue anyone from a GDA fighter and can bridge over to the next 
transport as soon as the Envan blasts a hole in the wing. 


YOU'LL Bg BACK 


continue deeper into the transport. Unite 
sword your way past the chains holding 
down the boxes and continue forward. 
Watch out for parts of the deck to explode 
into flames; these can hurt you. Also look 
out for the cargo crates shifting back and 


forth, as they can crush you. 


You can use the Unite Hammer on the lone moving 
crate after the first three to reveal GEATHIERK File 
No. 12. 














MISSION 3 
MEDAL REQUIREMENTS і 


3: 320 | 3:4 ` VERY EASY 
и 3:0€ 3:20 3:40 EASY 








Time 2-21 2-40 3:00 3:20 NORMAL 
- 2-00 2:20 2:40 HARD 
= 200 2:20 2:40 101% HARD 
ЖС 2500 2000 1000 VERY EASY 
3X 250€ 2000 1000 EASY 


Combe <x 3500 2000. 1000 | NORMAL 
0 soo) 6000 4000 WARD 


DOC 8000 5000 101% HARD 
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с 1000 2000 EASY 


= i ү 1000 2000 NORMAL 
— ЭГЕМ 4000 HARD 


Cunt тыы 


ГҮ! 4000 10195 HARD 


‚шш Жы = ہے ایا‎ 








ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Chew Dough-Goo x3, Dough-Goo x9 


ты” ے‎ e ен — — 






Wave 2: “сессет xz 


ENEMIES PRESENT (HARD- 101976 HARD) 
Diedough-Goo x3 















[6] Climb up the wall that the lone moving crate keeps running into anc you 
reach a walkway above the corridor. On the walkway, you can rescue severe 
civilians and Wonder-Clean. Past the cluster of new recruits is а red supply bos — ڪڪ‎ — 

4. ! - мілішігі bs 


that contains Wonderful File No. 4. 
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[7] As you get past the moving crates section, you'll encounter a pile of 02505 


with civilians you can rescue, next to an out-of-order service elevator. Send a 


Wander-Liner into the elevator to reveal GEATHIERK File No. 11 


You've desteoyed whole armies of Chew Dough-Goo at this poms 
со the Sexto wave беу feels unremarkable. The Hoedowns in % 

second тәне might be a bit trickier, as they spawn ready to 3 
a peer attack Make life easier by destroying the опе on 
elevated ramo Sst then go after the one on the lower level. 
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HARD AND 101% HARD MODE 


тиет 


4 trio of Diedough-Goo replace the foes encountered on the 
Normal difficulty, and things can get really bad, really fast in this 
confined arena. Control the situation with Unite Bombs, stun 
опе target with team attacks, then bring it down with extreme 
srejudice, covering yourself with additional Unite Bombs as 
secessary Hero Sense can really show its worth during this 


&ght, giving you a chance to react should you somehow end up 
surrounded. 


Ideally, this should not happen. The Diedough-Goo start out 
spread far enough apart that you can focus оп one target at a 
Sme if you're fast enough after the first Unite Bomb. To help 
with this, Unite Camp before triggering the mission, which will 
guarantee a Unite Bomb big enough to cover all three, with the 
sonus of your other attacks seeing increased potency early on. 


I Seodertul Toilet just past the Mission 3 zone contains Wonderful File No. 8. 
фез-олайу, you can extend a Wonder-Liner into the corridor to the left before 


Secering the next mission, allowing you to rescue civilians and Wonder-Movie 


If you proceed into the corridor, a short scene plays out, showing you poison 
gas filling the corridor and locking you inside it. You have three minutes to 
break your way through the security barriers, rescuing everyone along the way, 
including Wonder-Movie if you haven't already. 
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a circle for Undie Hammer | 
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[8] The corridor leads to a dead end, but all is not lost for new players, 
as Wonder-Yellow finally joins the team and can help you hammer your way 
through the floor to safety! Additionally, in all prior operations, yellow supply 
boxes will start to appear throughout, requiring Unite Hammer to open. 

س ا 
Players on a second run through the operation can immediately‏ 

hammer through the floor. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 










VERY EASY 












zl 3:40 4-00) 4:70 
3:00 3:20 3:40 4:00 EASY 
Time 40 3:00 3:20 3:40 NORMAL 
2:50 3:10 3:30 ‘50 HARD 
2:50 3:10 3:30 3:50 101% HARD 
1000 3500 3000 2000 VERY EASY 
4500 4000 3500 3000 EASY 
Combo 5000 4000 Oi 2000 NORMAL 
8000 7000 6000 4000 HARD 
920 5000 5000 5000 10175 HARD 
1000 2000 1000 VERY EASY 
0 1000 2000 4000 EASY 
Damage Ü 1000 2000 4000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD | z 
Vidoes, armored space turtles, the Megang can repel almost апу 


ENEMIES PRESENT (VERY EASY-NORMAL) 


Wave 1: Diedough-Goo x2 


Wave 2: Megang х2 


ENEMIES PRESENT (НАВО-101% HARD) 


Wave 1: Gedie Dough-Goo 


Wave 2: Megang x2 












——— with their smooth armored shells. Even 
the Unrate Morph зан of the Wonderful 100 can't penetrate 
î, dl Беотетес Wonder-Yellow’s Unite Hammer is capable of 
crushing ther armored shells. 


iim rc 













Upon crashing into the casino below the gas chamber, your first 
opponents are a pair of Diedough-Goo. First-timers might be 
tempted to use the Unite Hammer on them, but this is fairly 
unsafe, as the hammer takes a long time to strike, which leaves 
you vulnerable to the comparatively faster Diedough-Goo. 
Though they are dangerous, there is a lot of room for you to 
work with, allowing you to pick them apart at your convenience. 
The real challenge comes after them. 


Megang typically appear in pairs, and for the inexperienced 2 
can be a day-ruiner. The Megang hit incredibly hard, even 
Normal mode, and despite their plodding appearance, they & 
actually hover off the ground and slash violently around thes 
with their built-in blades, Their heads stretch out from them 
bodies to snap at nearby victims, announced by a red flash < 
their eyes. They can strike at enemies with all of their legs 
defend their flanks. 
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Megang can also summon pillars of flame under the feet of their 
targets. This is telegraphed by the Megang raising a leg in the 
air, then striking the ground, creating a small pool of flame under 
their leg and under their intended victim that soon explodes 
upward. When their health is low, they use a version of this attack 
that uses the whole body and summons multiple flame pillars. 
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Try to work оп one target at a time, using the Unite Hammer on 
mes flanks and keeping the Megang from being able to easily 
support each other by having one Megang between you and the 
sher Megang: You can Unite Guts their foot stomps, as well as 
“= kicks they execute with their rear leds. А successful Unite 
ВЕБ lifts them partway off the ground, revealing their soft bellies. 
& quick Unite Hand strike can tip them all the way over, giving 
yeu a great chance to Unite Hammer their weak point and shatter 
Ње shells quicker than they would with direct impacts. 
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With its shell broken, a Megang becomes vulnerable to any type 
of Unite Morph and can even be stunned with Team Attacks. In 
this state, the Megang's tail also becomes more visible; yank it 
with Unite Whip for a short stun. 


HARD AND 101% HARD MODE 


” ыл Fri 


| ш - 1 3 
ЕЗІ | № 
ل‎ | " z- 3 - 
Е ж 
ТІ Т 
p L 
| 


The primary difference of this fight on higher settings is that а 
single Gedie Dough-Goo is what greets you in the casino before 
the Megang show up. The Megang are a lot more aggressive with 
their fire pillars, and of course they hit significantly harder, but 
the basic strategy should be the same. 


There's some item cleanup to perform before leaving the casino roulette room. 
First, use the Unite Hammer to check the circle on the room's bottom left to 
uncover Wonderful Figure No. 12. 


анаар 





Do the same on the circle on the upper right, mashing the fountain there with 
the hammer to reveal Wonderful Figure No. 86. 
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MISSION 5 









0-40 | 050 VERY EASY 
3» 0-40 0:50 1:00 EASY 










Time 0:20 0:30 050 | 1:20 NORMAL 
0 | 020 | 030 0:50 | HARD — 
610 0:20 | 0:30 0:50 101% HARD 
300 200 100 50 VERYEASY Ш 
400 300 | 200 100 | EASY 1 
Combo SO 400 200 (oo NORMAL 1 
500 600 | 400 200 НАВО ( 
100€ 800 | 600 400 101% HARD © 
200 400 600 VERYEASY | 
з | 20 | 40 600 | EASY Hg 
Damage 0 200 400 600 NORMAL 


400 | 800 | 1200 HARD 
400 800 1200 | 101% HARD 











The roulette wheel at the center of the room can be played three times with the 
Unite Hammer. № you land on the yellow PlatinumGames logo, Wonder-Gambler 
will reward you with his presence, ready for recruitment. This can be tricky, as 
it takes time before the hammer strikes. If you trigger the hammer strike when 
the "P" logo is where it appears on the first screenshot, you should get exactly 





a Xm 


what you want. 


гм Nor Lucey. ГМ SPECIAL 









Be careful when fighting the You-Houghs in this room. Jn 
Sword is a good choice, as is a maximum-size Unite Hamm 
which can make short work of the whole area in a few twm 
However the center of the room can be destroyed with | 
hammer, and if you fall through the hole before you finish oF 
enemy, you'll miss out on completing the battle and grabbing 





















[9] Work your way through the corridor to the left of the roulette room 19 





reach Mission 5. 
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After swatting the You-Houghs out of the air, you ve got some items to pick up. 
Srst is a Platinum Coin earned by wrapping a Wonder-Liner around а flower 
bed at the top corner of the room. 

















я the same room, you can locate Wonderful File No. 9 in a yellow supply box. 





| 
| 
1 
| 
| 
| 
| 
| 











=— So. 


The next Platinum Coin is very easy to miss, and can be recovered only during 
Se fall from the hole at the center of the Mission 5 room. Set up the largest 
Sete Sword possible before taking the leap. The coin is located just below the 
second trail of Wonderful Batteries you pass, but it’s difficult to directly aim tor. 
eh Unite Sword you can swipe at the coin to collect it. Good luck with this. The 
e auto saves the moment after you complete the jump, so missing it on the 


5-i pass means уои have to get the coin on a later attempt. 
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[10] After landing on the wing of the next shuttle, a missile barrage damages 
the wing and creates a section that can be busted open with Unite Hammer. 
Before you dive right in, check the trailing edge of the wing with the Unite 
Hammer for Wonderful Figure No. 41. 
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Once you get inside the shuttle through the breach you created, you'll discover 
а Wonderful Toilet with some civilians. The toilet contains some food. The door 
out of the area is sealed by a Unite Sword lock [11], but power is out in this 
room and the door will not open. You're prompted to return to the wing of 
the shuttle to absorb lightning strikes with the Unite Sword in order to power 
the lock. 
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MISSION 7 








































MEDAL REQUIREMENTS MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE n ELEMENT PLATINUM GOLD SILVER BRONZE 
(0130 150 | 210 2:30 VERY EASY 3:10 330 | 3:50 4-10 VERY EAST 
1:30 50 | 210 2:30 | EASY 2:50 310 | 330 3:50 ЕАЅҮ 
Тіте 1:20 1:40 2'00 2:20 NORMAL Time 2:30 2:50 3:10 3:30 | NORMAL 
1:10 120 | 130 150 | HARD 2:00 220 2:40 300 | HARD | 
1:10 1:20 | 1:30 1:50 101% HARD 1:00 120 | 1:40 200 101% HARE 
1000 800 600 400 VERY EASY 2000 1500 1000 S00 МЕКҮ EAST 
1500 1200 800 500 | EASY 2500 2000 1500 1000 ВАЅҮ 
Combo 2500 2000 | 1500 1000 NORMAL Combo 3000 2500 | 2000 1500 | NORMAL 
3500 3000 | 2500 | 2000 | HARD 5500 4500 3500 2000 | HARD 
4000 3500 | 3000 | 2500 101% HARD 6000 5000 4000 | 3000 | 101% НАШ! 
0 500 | 100 2000 | VERY EASY 9 500 10001 2000 VERY EAST 
0 500 | 1000 200 | EASY 0 500 1000 2000 | EASY 
Damage 0 500 | 1000 2000 | NORMAL Damage 0 50 190 200 NORMAL 
0 1000 | 2000 4000 HARD 0 1000 2000 4000 | HARD | 
0 1000 | 2000 | 4000 101% HARD 0 1000 | 2000 | 4000 | 101% HANS 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Nyerk 
Wave 2: Dahkarts 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Raydown x2 
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| Lars | | 
| = 


КУ п 







After climbing back to the wing, a pair of Raydowns ambush you A Nyerk oozes onto the scene as you cross into the center ae 
while you try to absorb lightning. Focus on the enemy first before room, all alone. After it's splattered, a Dahkarts appears = 
| place, with the valve you need strapped to its back. 





going about your business. 


After absorbing lightning, you have to keep the sword out and walk back И 
lock in order to keep the electrical charge. Open the door and proceed Tone 
The next room has machinery that lacks the valve necessary for you № 
[11], but the ambush in this area will soon rectify that. 
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fter you put the Dahkarts down, Wonder-Liner around the valve, | then have it carried over to the machine that needs it and throw it on. Twist the valve ta open 


door that will take you underneath the glass floor. Get ready for another ambush under the glass. 


====—= 


















MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 





SILVER BRONZE 





2:20 2:30 2:50 3:00 VERY EASY OPERATION 3 
2:10 2:20 2:40 3:00 EASY г 
Тіте 2:00 2:10 2:30 3:00 NORMAL 
1:20 1:40 2:00 2:20 HARD 
0:50 100 | 1:20 1:50 101% HARD 
180 180 140 120 VERY EAST 
200 180 160 140 EASY 
Combo 200 180 160 140 NORMAL 
800 600 400 200 HARD 
1000 800 600 400 101% HARD 
6 500 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 
Damage Ü 200 1000 2000 NORMAL 
0 1000 | 2000 4000 | HARD = : 
0 1000 2000 4000 101% HARD | Using a Hoedown-inspired design and adding the ability to hover 


ENEMIES PRESENT (ALL DIFFICULTIES) over hazardous terrain, the Dough-Kun is able to bring heavy 
firepower in support of GEATHJERK troops to even more varied 
Dough-Kun x4 . ; ; | | 
types of terrain. Unfortunately, their engines give off extremely 
noxious fumes, making battling against multiple Dough-Kun in 
enclosed spaces a more dangerous affair than usual. 





This is an interesting mission. You have a limited amount of time to hunt down all of the Dough-Kun in the mini-maze. However, the 
action takes place primarily on the GamePad, and you must rely on the overhead view of the action on your TV to help you pinpoint 
where the Dough-Kun are hiding by locating the lights they are emitting through the purple mist. There are a total of four targets, 


and they do not sit still. 





MISSION © 





















MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 





2-40 4:00 4-20) 4:40 VERY EAST 
3-20 3:40 400 4:20 EASY 
Time 3.00 3-20 3-40 400 NORMAL 
1:10 1:20 1:40 2:00 HARD 
110 1:20 1:40 200 101% HARE 
2000 1500 | 1000 300 "E 
3000 250 | 2000 | 1000 ЕАУ 
Combo | 400 | 3500 2000 | НОЕ 
5000 4000 2000 HARD 
2000 5000 3000 101% HARE 
' 500 2000 VERY EAST 
500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
| 0 1000 200 | 4000 | HARD 


| 000 7000 Ary) 1 1 01 Ty нА | 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Megang х2 





Hidden in the таз maze are à Platinum Coin and two Wo ndertul Ones to recruit to 
the team, The coin is more obvious and can be easily found curing | Mission 8 
or afterward, as it can be seen through the glass. Wo nder-Fighter is locatec 
inside a block behind the Platinum Coin. You have to b break into that block by 
destroying its right side wall. Wonder-Sniper is inside a block on the far right 
corner of the maze. You first must destroy a block that is next to it; then you 
can destroy another wall to get access to your new recru it. 














Your exit is blocked by one last pair of Megang. This і a dog 
a fight thanks to the close quarters. It is still possible to ma 
focus on a single target, but youll have to work harder 22 
ahead of the repeated flame pillar attacks. More frustra 
the Megang are close enough to each other that they can s 
their heads around their comrade to use their lethal bite 
Try to parry one of their leg strikes to tip them over as @ 
as possible, but remember that you might have to wait а 28 
they decide to accommodate this plan. Once you dese 





After you've scoured the maze for goods and recruits, go through the door | Megang, Operation ООЗ-А 15 complete. 


that opened at the end of Mission 8. You will be launched up an air vent to the 
next room, Don't run forward just yet! Turn into a 100-man Unite Ball and try 
to roll back into the air vent. After a few seconds, you will бе launched up to à 


Hero Heart Fragment. Use the Unite Whip to break thro шаһ the barrier, and 
continue toward the waiting Wonderful Mart: 
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[1] After exiting the Wonderful Mart, climb up the wall behind it to get back to 
the outside of the shuttle. Once outside, check the trailing edge of the wing 
for GEATHIERK File No. 13 апа-а Platinum Coin. As you approach the wing 
tip, a massive missile barrage starts to fall all across the wing. If you use Unit 


Hammer, it can protect you from any direct hits. 





Surviving the barrage, you will see a short cutscene. The Envan ко before 
has returned to harass the Virgin Victory and the rest of the surviving shuttles. 
Once you regain control, jump aboard the Virgin Victory and репогт Unite 


Hand so you can grab the ship's wheel. 
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MISSION 1 


ELEMENT PLATINUM GOLD SILVER BRONZE 


БЖ 5:10 6:30 VERY EASY 
£x 500 5 5:30 EASY 
lime 3 ч 4:10 4:30 NORMAL 
` 3:10 3:30 HARD 
ГАЖ 2: 2:30 101% HARD 
500 ЖҮ BU S00 VERY EASY 
200 1500 1000 500 EASY 
Combo 290 2000 1500 1000 NORMAL 
XXX 2500 2000 1500 HARD 
ЖҰ 2500 2000 1500 101% HARD 
S00 1000 2000 VERY EASY 
і УХ 1000 2000 EASY 
Damage 0 1000 2000 NORMAL 
1141 2000 4000 HARD 
1000 2000 4000 101% HARD 
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Your job is to defend the shuttle in the distance while 
concentrating the Virgin Victorys guns on the Envan. The enemy 
will make this difficult by firing missiles both at the shuttle and 
the Virgin Victory. and you must intercept them in either case 
both the shuttle and the Virgin Victory have limited health. You 
can see these missiles actually peek outside of the Envan's head 
before launch, giving you a chance to destroy them and cause 
damage to the UFO. 05 vital that you protect the shuttle; failure 
will force a continue. The shuttle can be shot down very quickly 
on the Hard and 101% Hard modes, either by enemy fire or 
friendly fire, so it's imperative on those settings that you shoot 
the Envan down as quickly as possible. 
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it's not enough to just hold down the trigger; you've got to rapidly 
tap the Fire button to make sure you're putting out enough 
damage if you're at all interested in the Platinum ranks. Also, if 
you aim for the glowing "eye" of the Envan, you can deal a little 
extra damage to give you an edge. The Envan can be surprisingly 
quick, using bursts of rapid teleportation to flit about the sky and 
throw off your aim, which means you must take full advantage of 
every moment it sits still. 


ДШ ЇШ ШШ ШШ 


Occasionally, the Envan will try to latch on to the shuttle and 
drain its power, or it will power up before unleashing a melee 
strike with its tentacles. Fire the guns as fast as you can in order 
to stop this process quickly. Occasionally it will also fire missiles 
while close to the shuttle, making interception difficult. Once 
you deal enough damage, the Envan retreats and the mission 
completes. 


The shuttle is safe for the moment, but you now need to fire the Virgin Victory's 
anchor over to the shuttle so you can board it. As you reach the shuttle, an 
ambush takes place. 


ELEMENT PLATINUM GOLD SILVER BRONZE 

6:10 6:30 

5:50 6:10 | EASY 

5:10 5:30 NORMAL 
4:00 420 НАВО 

3:00 320 101% HARD 
~ 1500 | 500 | VERY EASY 
2000 | 1500 EASY 

2500 | 2000 NORMAL 
3000 | 2500 | HARD 
3000 2000 101% HARD 
1000 | 2000 | 4000 | VERY EASY 
1000 | 2000 | 4000 | EASY 
| 1000 | 2000 4000 | NORMAL 
100 | 2000 | 4000 | HARD _ 
1000 | 2000 | 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Chew Dough-Goo x3, Dough-Goo x12, 
Tiekuu 
Wave 2: Diedough-Goo x2 


ENEMIES PRESENT (HARD-101% HARD) 
Wave 1: Chew Dough-Goo x3, Dough-Goo x1 2, 
Tiekuu 
Wave 2: Hah-Gonay 


The first wave of this mission can easily cost you the Pure 
Platinum thanks to the Tiekuu hovering just off to the side of 
the wing, lobbing cannon shots onto the aircraft while you are 
preoccupied with the Chew Dough-Goo and Dough-Goo. Try 
clearing out the infantry first, then focus on firing the Tiekuu's 
cannon shots back at it. 


OPERATION 3 





EJ — m Ө]. 
= Se ылы Есі 
Сан а he er dd 





The На--бсез, = ай Бу Es lonesome for the second wave, | 
replacing Те Dedo Goa Arguably this is an easier fight to | 


-— 


| - Two Diedough-Goo follow up the first wave. The wing has plenty 

= of room to maneuver, so it should be simple to stay out of their 

—: reach while you go to work. If possible, lure the two close to each 
—— | other so you can nail both with a sufficiently powerful Unite Whip. 








After you complete the battle, the эмие sumens catastrophic damage, with the wing coming apart 
and sending the Wonderful 100 fying away You hawe to Wonder-Jump across a series of debris 
chunks until you can manage a “safe” return to the now-spiraling shuttle. Mission accomplished...? 








will see a place you can hammer througn 10 gei | 
keep following the hull until you find a valve you can twist open with Unite Hand. This will reveal a 
Platinum Coin. Work fast, as the shuttle will start rotating in the opposite direction, forcing you to 


hammer your way inside or fall off and lose health. 


A number of civilians can be found inside the rotating central shuttle passage. 


Save who you can, and press onward to the right. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 








ELEMENT PLATINUM GOLD SILVER BRONZE 





MEDAL REQUIREMENTS T 
| 
| 


1:10 200 1:40 2:00 | VERY EASY 5:00 5:20 5:40 6:00 | VERY EASY 
1:00 1:10 1:30 1:50 EASY 4:00 4:20 4:40 5:00 EASY 
Time 0:50 1:00 1:20 1:40 NORMAL | Тіте 3:00 3:20 3:40 4:00 NORMAL 
0:20 030 0:40 0:50 HARD | 2:00 2:20 2:40 3:00 HARD 
0:10 020 050 040 101% HARD 1:30 1:50 | 210 | 230 |101% HARD 
70 50 T 40 VERY EASY | 350 300 250 200 VERY EASY 
20 -- 50 50 EASY | 400 350 300 250 ЕА5Ү 
Codd 90 80 | 70 60 — NORMAL | Combo 450 400 35 300 NORMAL 
100 90 80 70 HARD | 500 450 400 350 HARD 
110 100 90 an 101%, HARD | 550 500 450 400 101% HARD 
7 100 300 600 VERY EASY | 0 600 1200 1800 VERY EASY 
0 100 300 600 EASY | 0 600 1200 1800 | EASY 
Dimage 0 (00030 600 NORMAL | Damage 0 600 1200 | 1800 | NORMAL 
0 400 | 800 1200 | HARD 0 400 800 1200 НАВО 
0 400 800 1200 101% HARD 0 400 800 1200 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) ENEMIES PRESENT (ALL DIFFICULTIES) 
You-Hough x9 | You-Hough x9 
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Not long after dealing with the fire, another swarm of You-Houghs 
shows up. Politely escort them off the shuttle, with violence. 








| 
OST ТІРІ FUR RE | | There's more to this mission than slapping around some 
ot long after the first ambush, you will encounter a firestorm that blocks your | You-Houghs. Just past the battle site, the front half of the 
сага progress in the passage. Unite Gun can destroy the water supplies | shuttle starts to disintegrate in midair. You need to run along the 
| remaining platforms without falling off as the skeletal remains of 
the shuttle keep spinning. 


side the flames, dousing them and allowing you to proceed. 








WALKTHROUGH 
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During your mad dash, don't miss this Platinum Coin as you move 
forward. You will have to extend a Wonder-Liner out to it. 


| o 
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Eventually you will reach a ledge with nowhere else to go. Your 
only choice now is to use the Unite Glider to escape whatever is 
left of the shuttle to reach the next one. However, as you close in 
on your destination, missiles begin pounding the living daylights 
out of it, sending debris flying your way. Dodge it as best you can 
and aim for where P-Star is signaling for you to go! 





Just as you land, the shuttle begins to fly apart, and you once 
again must leap across debris to get to safety. However, there 
are some items to collect along the way! When you land on 
the first platform, switch te Unite Hammer. On the second and 
fourth platforms you reach, you can hammer on them to uncover 
GEATHIERK Files Nos. 14 and 15, respectively. 





















ou have to reach the last ledge and then craft another Unite 
Glider before time runs out. 


TTWVIPT IT 





The Envan tries to blast the Wonderful 100 out of the sky, but E 
Gaia Defense Army fighter rolls in, saving your hide and allowing. 
you to land on it safely. The mission ends just as the Envan wipes 
out the majonty of the fighters weapons. 


MEDAL REQUIREMENTS 


ELEMENT  PLATINUM GOLD 

| VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 

0 1000 2000 4500 HARD 

0 1000 101% HARD 


euo 


500 20 1000 
000 2500 1500 
500 3000 2000 
4000 2500 


4500 4000) 
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2 
3 
3 
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% 500 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Envan, Megang 
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P-Star prompts you to rebuild the main gun on the GDA fighter 
and return fire on the Envan, once against protecting another 
shuttle from attack. The fight plays out similar to the original 
encounter on the Virgin Victory. However, now the Envan can 
sse melee attacks directly on your fighter, and you have to do 
enough damage to interrupt its attacks before they come. Use 
your weapon's charged shots to punish the Envan whenever it 
prepares a melee attack. 


$ 250 


BELL SL 


СУАН 


Тһе other new trick the Envan has to offer is the use of a smoke 
screen that almost completely obscures the world around your 
ship. You have to track the Envan by the lights of its eyes, the 
bursts from its teleportation, or the buildup of electricity just 
before it strikes. If you lose sight of it, the game provides а 
directional arrow that will point to Envan's location. Take care not 
to fire wildly; you can still hit the shuttle you are trying to escort! 
The smoke screen does eventually dissipate. 


After you drain all of the Envan's health meter, the UFO decides 
to stop playing games and outright destroys your ship, forcing 
you to Wonder-Jump across more debris. Don't be too hasty and 
ignore the crowd of hapless soldiers on the second platform you 
reach: among them is Wonder-Money. 


WALKTHROUGH 
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You eventually reach the Envan, and now your objective is to use 
Unite Hammer on the red cracks on the armor of the machine 
to finally bring it down. However, don't be so hasty to get this 
done if this is your first visit. You can locate a Platinum Coin and 
GEATHIERK File No. 9 by hammering on the missile ports closest to 
the in-game camera. See the screenshots for a better idea of 
their precise location. Alternatively, you can power up a 100-man 
Unite Hammer, and the shock wave will definitely shake loose any 
goodies hidden on that half of the UFO. 





Envan can still defend itself even at this point in the fight. It will 
send shock waves along the hull that you must avoid. It will also 
fire missile bombardments and even tilt wildly to one side or the 
other in hopes of throwing you off of its head. 





As you hammer at the weak spots, whole sections of the UFO 
begin to fall away Dont be on those sections when they start 


failing 


— ——— — 


Eventually after you've hammered every weak point and made 
most of the Envan fall away, a lone Megang appears on whas 
is left of the machine's head. You must contend with it and the 
shock waves the Envan is still emitting. Killing the Megang causes: 
one final weak point to appear оп the Envan. Hammer it down 
and you have one last Wonder-Jump to perform to reach safety 
and the conclusion of Mission 5. Deep breaths, deep breaths. 


ve saved, take a small detour along 
You will find a Platinum Coin nex 





New oan the wine ot fh ‚гы вина un 
NOW on tne wing Of the second SAUTE vou 
the trailing edge of the burning wing [2] 
-e | 


3 cluster of batteries. Return to the main section of the wing and пр open = 
g 


access hatch [3] to get insi 








Approaching the flower bed triggers an ambush by two Raydown [4]. 
Considering what you've just gone through, it's nice that this battle isn't rated. 











Once inside, you encounter a Gatcha and a large group of civilians to save. 

Extend a Wonder-Liner off the ledge to the Gatcha's left to locate a Hero Heart ге) at the end of the corridor is another cluster of civilians. A беде Dough-Goo 
Fragment. To the right, waiting appropriately next to a flower bed, is the hero teieports directly onto them, Again, this battle is not rated, but work fast on 
Wonder-Flower. destroying this beast so you can save the civies for extra points. Defeating the 


бейе Dough-Goo reveals a portal to Kahkoo-regah! 
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130 1:20 40 0 NORMAL 
Р Тіте 8:00 9:15 3:30 3:45 HARD 
9:00 9:15 9:30 9:45 101% HARD 
4000 3500 3000 2000 NORMAL 
Combo 7000 6000 5000 4000 HARD 
7000 5000 5000 4000 101% HARD 
0 1 г 3 NORMAL 
Damage 0 1 2 3 HARD 
0 1 2 3 101% HARD 





Two Megang greet you as the only opposition you face in this ENEMIES PRESENT (NORMAL) 


mission. The turtles start far enough away from each other that Megang x2 
the only immediate support they can provide are fire pillars. 
Remember to take advantage of Unite Guts to flip the Megang 
over and pound "ет into soup with liberal application of Unite 
me: hen shells are OEE EE Unite Hand = M REWARD FOR COMPLETION 
Whip. The time requirements for the Platinum rank are surprisingly 
strict, so consider this a test of the strength of your anti-turtle 
agenda. 


_ HARD AND 101% HARD MODE 


ENEMIES PRESENT (НАКО-101% HARD) 
Hah-Gonay x 3 


Normal Mode: Figure No. 15 Wonder-Socho 
Hard Mode: Figure No. 61 Wonder-Matador 
101% Mode: Figure No. 108 Wonder-Gramps 
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Чага and 101% Hard mode ramp things up considerably. Three Hah-Gonay can be а serious challenge, particularly if they decide to all 
switch to their shield stance and micro-missile massacre the arena at the same time. Fortunately, while prying open their wings with the 
Wonder-Claw, you enjoy temporary invulnerability while you undo their defenses. 
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It's not easy, but try to split the Hah-Gonay apart from each other. If you 
manage to get one well away from its brethren, they might not interfere 
while you go to work on the lone wolf. 


09:92:29 


~ = x- 
“таша = 1 zm Р 
Iu 
А E 
тш. f 
x 





As you might expect, Unite Guts will provide you some of your best 
opportunities to avoid getting hurt and potentially even stun the 
Hah-Gonays. Unite Bomb can also help control the enemy should the 
situation start to become unmanageable. A big part of your success 
here also depends on your Custom Block configuration. Hero Sense is 
always a good choice but is a huge drain on your Unite Gauge. If you're 
confident about your Unite Spring skills, Hero Time is a superior choice, 
giving you a longer-lasting, more effective slowdown to work with; this 
means you have more time to really rip into them with your Unite Morphs 
or even to stun them with Team Attacks to Set up juggles. 


1 = 


But after a sudden crash landing at the Strato Port, its obvious that SE 


| Wonderful 100 still have a lot to do before the day is saved. Head to me 
% 
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It’s not necessarily something to rely on, but occasionally the Hah-Gonay | 
will literally lose their heads upon dying, and you can use them as | 
flamethrowers against their surviving kin. № you get at the very extreme | 
range of these flamethrowers, you might be able to finish one off from a | 
safe distance without any reprisal whatsoever. 


150 





OPERATION 003-C 


The Wonderful 100 have deployed to the Strato Port statue containing one of the Su per Reactors that help project Margarita around the Earth, Professor Shiragane 
nas a plan that can be put into effect soon, but it relies entirely on the Wonderful One's ability to hold the enemy off for just a little bit longer. Unfortunately, when 
the heroes arrive at the statue, it becomes clear that they are not alone... 


MEDAL REQUIREMENTS 


ELEMENT  PLATINUM 
2a) 
— 22:00 
Time _ 20:00 
15:00 
11:00 
8000 
10000 
Combo 12000. 
14000 
16000 
0 
() 





















pue 


Damage 


e uio 


| СЕАТНЗЕВК ENCOUNTER: WANNA 


Fifth-Class officer of the GEATHIERK, Wanna is in command of 
the Jerk efforts to obliterate Strato Port and the Super Reactor 
it contains. Where Laambo preferred to involve himself in the 
destruction of humanity, Wanna is keen to let cruel machinery 
siamp the foes of СЕАТНЈЕВК underfoot. 


СЕАТНЈЕКК ENCOUNTER: DIEJEAH 


Wanna's personal flagship, armed to the teeth with all manner 
of advanced GEATHIERK weaponry, it currently has Strato Port in 





GOLD 
25:00 


| 23:00 


20:30 
15:30 
11:30 
6000 
8000 
10000 
12000 
14000 
2000 
2090 
2000 
2000 
2000 


seght. Unfortunately for it, that also means the Wonderful 100 has 





t іп their sights. 








SILVER BRONZE 
26:00 | 27:00 | VERY EASY 
2400 250 EASY —— 
21:00 22:00 | NORMAL — 
16:30 17:00 | HARD 

12:30 14:00 10195 HARD 
4000 | 2000 | VERY EASY 
6000 | 4000 | EASY 
8000 6000 | NORMAL 
10000 | 8000 | HARD 
12000 | 10000 101% HARD 
4000 8000 VERY EASY 
4000 000 | EASY 

4000 8000 | NORMAL 
4000 8000 | HARD 

4000 8000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wanna, Diejeah, Envan, Cough-Foon 


Shortly after introductions are made between the Wonderful Ones and Wanna, 
Diejeah prepares to fire its main gun. However, a mysterious interloper arrives 
and provides our heroes with some assistance of a questionable nature. Unite 
Hand onto the missile delivered by the stranger! 





WALKTHROUGH 


iTi 


151 


OPERATION 3 


——ы=ы2—= 


-— o o e — — 


a? 


PHASE TWO 


ани 





E 





igo ene! bai бе team awakens on Diejeah to the sound of bad news: 
to Port is still in danger. The solution is ia 
Lone Те тк closer to home. You can either Unite Build a ladder to reach 


=>. 
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Cough-Foon laser blasts, the Cough-Foon debris after the Wega сю 

destroys them, and ап Envan's melee strikes. The missile can only take sc 
| much damage before it's wiped out, and despite its speed, it wil sill take some 
| time before you reach Diejeah. 























your missile directly at it; this will be confirmed when it turns green 


You need to strike the center of the missile multiple times to drive it down Ie 


the core. However, the missile’s four engines will periodically shoot flames ааш 


can knock you back to the ground if you don't evade in time. At first, only wg 


| When you get close enough, Diejeah s main gun is marked by a red гейде. Aem 


of the thrusters wi fre un, but after the missile 15 driven down one step, three 
thrusters Baht up periodically, After being driven into the core a second Іше 
gines will light up, with a short reprieve between bursts. just keep. 


until the missile finally detonates, wiping out Diejeah's main qun. 
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PHASE THREE 


WALKTHROUGH 








Losing the main gun was only a temporary setback. Diejeah reveals its true 
combat form, and the fight continues. You have to Wonder-Jump onto the back 
x the enormous cyborg serpent. Wonder-Red orders the use of Unlimited 


rt Г m ы 








You meet ап Огдоп shortly after the first artillery barrage. On paper, they are 
certainly intimidating. Generating high-voltage electricity, the Orgon will swim 
around the area, looking to cut and stab things with ils tail. They will sometimes 
leap high from a spot on the ground, hurting anything in their path and striking 
again when they fall from the sky. 





Seaating Diejeah's back is simple enough. Wanna will flutter about in his 
personal chariot to harass you as you move forward. Occasionally, he will call 
gown artillery on your head, which can be blocked with Unite Hammer. You can 
#0 get Wanna to temporarily leave if you shoot at him with Unite Gun. 


il 


СЕАТНЈЕКК Encounter: Орсон 


A serpentine 
beast that 
shares 
similarities 
with Diejeah, 
the Orgon 





If allowed to get started, an Orgon has a vicious spin attack executed while 

swimming around, and it cannot be stopped or blocked. Prevent this from | 
being used against you by smacking the Orgon with Unite Whip as it swims 
around. After enough hits, the whip will suddenly yank the Orgon out of the 
ground, leaving it stunned. While stunned, an Orgon can be lifted and slammed 
by the Unite Whip for heavy damage. However, it is probably better to launch 
the monster into the air with Wonderful Rising and then proceed to lay a 


can be easily 
identified by 
its unique 
chainsaw tail stinger and its ability to swim through solid matter 
as though it were water. Numerous Orgon occupy Diejeah, 
acting as countermeasures to intrepid boarding parties such as prodigious beating before it can touch the ground again. 
your own. 
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PHASE FOUR 


trying to surprise their foes on the surface. This tail has a distinct hook sh: 
that Unite Whip can grab on to, yanking the Orgon out of the ground. 


| HE — — mE: e сатты 
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Тһе fight along Di ejeah' 5 back will alternate between artillery barrages anc 
Orgon battles. Eventually, you will be forced to face off against two Orgon 
at once. 


re forced to create a Unite 


5 wrath. As 

< you down, Orgon will fly 

you. Do everyihing you 

D атой] them. if they grab 
сы, you'll have to fight to 

ree: otherwise you'll be in 

bad position to avoid Diejeah's 


= a = 
еш а к 


After you get far enough "т Diejeah’s back, the beast will rear back, try 
make a snack out of you. Intercept the attack with Unite Gun when mer 
and the fight will shift to the next phase. 
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OPERATION 3 


After you ve avoided a barrage of Orgon (or even if they have managed to 
stick to you), Diejeah closes in to take a huge bite out of you. It will track you 
теті well up until a few seconds before it actually bites, and it will be trying 
о suck you in closer during that time. Do not be anywhere near its mouth 
hen it finally bites down, or you'll lose health and be forced to repeat this ТЕ | 

section again! After you alternate between Orgon barrages and bites, Diejeah Survive the bite barrage, and a short scene will play out, with Wonder-Red JER 
wil move in and try to bite three times in a row. This can be tough at first, displaying his skills as а glider pilot. As Diejeah closes in for the КЇЇ one last 

time, Wonder-Yellow steps up to bat with the Unite Hammer. Succeed at this 


especially if Orgon catches you; you'll have very little time to escape a bite 
ater breaking free. 


event, and you land on top of an Envan, with Diejeah looking a little worse for 
wear as it closes in. 


PHASE FIVE 


For this next phase, you'll start to see reinforcements delivered by helicopter. Pick them up as sc 
seed all the damage you can muster to try and finish ой the boss in time, 














seah deploys a pair of massive electro-sawblades, which will come into play 


ey soon. It is capable of carving apart the Envan you're standing on with a 


lice of the blades, and if the Envan takes too much damage, you're 


EPLESS ғ! 
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Пее to a new ride. You can strike at the three glowing orbs on each | 
бе to cause damage to them and eventually destroy the sawblade Occasionally, Diejeah will take a horizontal slice with the sawblades, prompting 


а quicktime event where Unite Hammer comes into play, stopping the sawblade 
cold and allowing you to really go to work on the weak spots. 
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Diejeah will fire bolts from the electro-pulse cutter in its mouth. Swat these баск 
at Diejeah with Unite Sword for some extra damage. 


If the Envan is in bad condition, 
Diejeah will ram it with its nose 
in hopes of taking you down 
with the Envan. Don't miss this 
Wonder-lump prompt! 


After jumping to à new Envan, 
it will try to smash you with its 
tentacle arms. You can see 
where these will land next by a 
small electrical field that forms 
a second before impact. After 
a number of attempts, Envan 
gives up, and Diejeah will catch 
up with you to continue the 
struggie. 














= 


Watch out for a missile barrage coming from Diejeah's forehead! It's targeted 








directly at where you are standing when the missiles cut loose. You can defend 
against it with Unite Hammer, but you don't have a lot of time to react. It might 
be safer to just Unite Spring and sprint out of danger, depending on your 
position. On 10196 Hard, where you don t get time dilation while drawing Unite 
Morphs, you should just get out of the way апо stay on the move to throw off 


potential missile barrages. 
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Diejeah can also strike at the t 
s one of your big opportunities. Like with the Envan s tentacles, the impas 
sites are telegraphed by blue electric fields, so be ready to Unite Spring = 
t looks like you can't jump or sprint away in time. Hero Time is a really @@ 
Custom Block to have equipped during this fight. 

Evade the tentacle strikes until one is inevitably stuck. You're Smeg 
orompted to Unite Hammer the spike into the Envan. This allows you to rese 
up the tentacle to finally reach where Wanna is and start causing some mess 


















t the Envan with its own tentacle spikes on its face: TES 


ж; 
57% 
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Малпа 5 command seat is protected Dy an armored shell. However, ай 
hammer swing can knock him senseless, forcing the shell open and letting 
била the little insect into submission. Unite Hammer does amazing бай 


here. 


It's also possible to reach Wanna Dy destroying both sawblades, Œ 


it might be more likely that you first reach the bugger via its tentacle айа 


PHASE SIX 











Р 


f you manage to navigate around all of Diejeah's attacks and deplete its health 
enough, one last action sequence remains. Diejeah powers up its electro-pulse 
cannon to ridiculous levels before unloading directly onto the Envan you're 
Standing on. Run away from the blast and Wonder-lump when prompted! You'll 
save to do this three times. 


„followed by catching them with Unite Sword. This gets you back on top of 
Diejeah for one last Wanna smackdown, After another beating, Diejeah bucks 
you off and traps you within an electric field. Shake it off quickly, and then 
complete the Unite Gun prompt. Make sure you aim at Diejeah's face while 
shooting! 


Жез! you'll evade the blasts with Unite Whip... 


Put the final nail in Diejeah's coffin 
with Unite Hammer, and Operation 
003 is complete! 
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[1] Shortly after you start the Operation, you must Unde Chain a ladder to 




























but this battle isn't rated, so you're fee to prioritize expedience over style. 
Freeing the баісһа 5 prisoners aso releases Wonder-PC Behind the Gatcha is 
a door you can Wonder-Liner inio іс retrieve GEATHIERK File No. 19. Follow 
the path down the stairs to trigger the Sst mission. 








MISSION 1 | 






Ko eee 
ташиш = SOLD SILVER BRONZE _ : 
$0000 10962 E 1:30 150 | 210 | 230 | VERYEASY | 





“ГЕНІ -< 
1:30 1:50 210 | 2:30 EASY 





Time 1:20 Е | т40 | 200 2:20 NORMAL 
| 230 | 450 | 510 | 530 | HARD 
4:30 450 | 510 530 101% HARD | 
300 200 100 50 VERY EASY | 
400 300 | 200 100 | EASY 3 
Combo ас ые 40 | 30 NORMAL | 
| 200 |1! 1000 500 HARD 


- 


3000 259 | 2000 | 1500 101% HARD f 


"oe | soo | i000 | 2000 | VERY EASY | 
iB 500 | 1000 | 2000 | EASY |4 
Damage Ü , 500 1000 2000 NORMAL 
0 1000 | 2000 | 4000 | HARD 
| о 00 | 2000 | 4000 |101% HARD 2 
` ENEMIES PRESENT (VERY EASY-NORMAL) A 
Orgon - 
ENEMIES PRESENT (HARD AND 101% HARD) 
Koh-Tumeekeyx2 


is a dead Orgon. Tear it out of the ground with Unite Whip to stun it, then finish it off with a lengthy juga 


HARD AND 101% HARD MODE 


A lone Orgon with no support 








A pair of Koh-Tumeekey are a different story from the Orgon, and the arena is confined enough that they can catch you along the жә 
with their sword or whip melee attacks. Unite Bomb has great utility here, as it can easily catch both enemies and help control the T 


12] To cross this gap, you must use the platforms being suspended in the air 
by water geysers. Don't miss the Wonderful Toilet before you start the crossing; 
î contains GEATHJERK File No. 16. 


# you activate Wonder-Hammer with 50 or more characters on your team, 
Se platforms will sink, and deactivating the hammer will cause the platform to 
soot upward, launching you into the sky You can collect a number of items 
ВЕ way, including a Platinum Coin hovering high above the third platform. 


131 This platform is where a portal to Kahkoo-regah can appear. To do this, you 
must fight the next battle without sinking below the water's surface. Basically, 
Sent use Unite Hammer, and for players returning on higher difficulties, don't 
ше any Unite Morph consisting of 100 heroes. 


MEDAL REQUIREMENTS 


| ELEMENT PLATINUM GOLD SILVER BRONZE 
ne 1:50 
1:50 ^10 EASY 
1:50 2:1 NORMAL 
1:50 -1 HARD 
1:50 -10 101% HARD 
500 VERY EASY 
600 | EASY 
1500 | 1000 NORMAL 
2000 | 1500 T HARD 
2500 | 2000 101% HARD 
500 | 1000 | VERY EASY 
500 | 1000 00 | EASY 
Damage 300 1000 NORMAL 
1000 | 2000 HARD 
1000 | 2000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Chew Dough-Goo x2, Dough-Goo 





Unite Sword is your go-to weapon here if you're trying to reveal 
the portal to Kahkoo-regah. A modest-length sword will still 
easily brush aside the Dough-Goo on any difficulty To avoid 
accidentally sinking, evade the attacks from the enemy simply by 
jumping. Occasionally, the Chew Dough-Goo will have summoned 
more Dough-Goo at the bottom of the pool before they surfaced 
to fight you. Dont get impatient; let the enemy come to you. 
Succeed without sinking, and the portal appears. 


WALKTHROUGH 


OPERATION 4 








SILVER BRONZE 





ELEMENT 





PLATINUM 


40 200 220 240 NORMAL 
Time 4:00 4:30 5:00 5:30 HARD 
4100 4:30 5:00 5:30 101% HARD 
4000 3000 2000 1000 NORMAL 
Combo 1000 800 800 400 HARD 
1000 800 800 100 101% HARD 
0 1 2 3 NORMAL 
Damage 0 1 2 3 HARD 
| 2 3 101% HARD 


ENEMIES PRESENT (NORMAL) 
Orgon x2 


ENEMIES PRESENT (HARD-101955 HARD) 
Wave 1: You-Hough x6, Doora x2 


Wave 2: Doora xz 


REWARD FOR COMPLETION 
Normal Mode: Figure No. 39 Wonder-Nurse 
Hard Mode: Figure No. 94 Wonder-Medicine 
101% Mode: Figure No. O6 Wonder-White 





In pairs, Orgon can seem fairly intimidating, but it's surprisingly 
easy to stun them with Unite Whip even as they swim through 
the ground. Avoid using the Unite Whip to pick up and slam 
a stunned Orgon unless you know for certain you're going to 
destroy it; instead, concentrate on producing the most damaging 
juggle combo you can. It is possible to actually stun both at the 
same time, and if they happen to be in close proximity, you can 
juggle both, but this is not an easy thing to set up. 
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SECRET MISSION 3 | 


HARD MODE 





Similar to a previous Kahkoo-regah challenge, this mission puts 
two dangerous foes, the Dooras, alongside a group of weaker 
enemies the You-Houghs. № the You-Houghs are destroyed, two 
more Dooras show up. It's possible to fight four Dooras at once 
with стал use of Unite Bomb, but it's still a rough fight that 
keeps you constantly moving. 





Hero Time once again can provide a significant advantage here. 
While it does rely on your ability to read and react in time ig 
the very fast Dooras, the slowdown from it, combined with Unite 
Bomb and a barrage of Team Attacks to stun, can let you make 
short work of the Doora you choose to focus on. Try to take ous 
the first two Dooras before wiping out the You-Hough, taking 
care to also evade the You-Hough's machine gun and ramming: 
attacks. Hero Counter is also a very clutch ability if you're in ж 
bind and have no Unite Gauge with which you Unite Spring. 


SNL ИН > 


| ICA Em = z 
(ла ШШШШШШ ETC»: 


QUIAE 


WALKTHROUGH 


E-— um 


4) Follow the underwater path from Mission 2 until you reach a waterfall exit. Don't follow the batteries outside of the waterfall! Instead, stay inside of it as you drop 
down, then walk inside the waterfall down to the right, and send a Wonder-Liner up into the open window for GEATHIERK File No. 47. You'll know exacthy where to 
walk by following the three destructible water tanks inside the waterfall. 


ы ән e ` — J MISSION 4 
= = - EC aa! ° r L AENT 
DP us umn us ШШ on Nd Ва. — АРНЕМ | 
UPC ч m. 1 . | ELEMENT PLATINUM GOLD SILVER BRONZE 
| = "à "— 1 = | 2:20 2:30 | VERY EASY 
D | e] ud | OPERATION 4 
| - NORMAL = 
HARD 
101% HARD 
80 | s 4 VERY EASY 
100 8 50 EASY 
1500 ! 5001 NORMAL 
2000 1000 НАВО 
2500 2000 1500 101% HARD 
500 00! 2000 VERY EASY 
| | 500 2000 | EASY 
Damage 500 0 2000 NORMAL 
1000 0 | 4000 | HARD 
1000 0 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Hoedown x2 


ENEMIES PRESENT (HARD-101% HARD) 
Ankho 


| Mission 4 starts after you take a few steps away from the waterfall. The arena is fairly confined, but you only face a pair of Hoedown. It 
Shouldn't be too much of a hassle at this point. 


HARD AND 101% HARD MODE 


E å F в --- 
ra жылым.) 
21 737 777273 
Е Ji m = wá w^ T 1 | " 
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Hard and 101% Hard players face 
an Ankho in this confined space, 
and it can be trouble if it's allowed 
to really get started. Іп particular, 
its spin-slash covers the majority of 
the arena, leaving you little room to 
work with. Be aggressive at shutting 
down its offense and you should be 
able to end the battle very quickly. 


[5] Continuing onward after Mission 4, you'll find that a section of the ground is cracked in such a way 
that sufficient weight could cause part of the floor to sink into the water below. Don't do this without 
recruiting the nearby Wonder-Armor. Once you sink below the water and leave the platform, you can't 
recruit the Wonderful One unless you restart the Operation. 
















MISSION 





MEDAL REQUIREMENTS 











| ELEMENT PLATINUM GOLD SILVER BRONZE 
| 1:40 2:00 2:20 2-30 | VERY EASY 
| 1:40 2:00 2:20 2:30 EASY 
| Time 1:30 1:50 2:10 230 NORMAL 
| 1:30 | 1:50 2:10 830 HARD č 
| 1:30 1:50 210 230 101% HARD 
Г 106 80 60 49 VERYEASY — 
120 100 80 60 | EASY 
Combo 2000 1500 | 1000 | 500 | NORMAL 
2500 2000 | 1500 1000 HARD 
3000 2500 2000 1500 101% HARD 
0 500 1000 | 2000 VERY EASY _ 
Q 500 1000 2000 EASY — 
Damage 0 500 1000 2000 | NORMAL 
0 100 200. 4 HARD 
0 1000 2000 4000 101% HARD - 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Dahkarts 


M сс l 
| "m Ж” ¥ 
| d aene 
z Imc d - 4 3 {= - 


You encounter a lone Dahkarts shortly after stepping ой the 
sinking platform. It's not necessarily a tough fight, but you are 
fighting underwater, so your movements are a bit slower. In 
particular, larger Unite Morph attacks will seriously reduce your 
speed, which can get you in trouble while you're trying to avoid 
and defend against the Dahkarts. 





You will be coming back here later for a secret mission, Don't forget about this, 
as you can hit another point of no return and be unable to take on 
the secret mission until a later attempt at this level. 
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15] Flog the corridor just past Mission 5, use Unite Hammer to strike Ше 
Spot m the screenshot, revealing Wonderful Figure №. 44. А little fartis 
down Se corridor Б а Gatcha that currently holds Wonder-Pirate in custa 
You might noce a trail of batteries outside of a waterfall across the way шй 
Фе Са = wel as a platform suspended by a water geyser. You want 
tot tus рат 





[7] Use this set of steps to get back to the water's surface. There are m 
tans to rescue on a platform close to the steps next to a door you cans 
a Wonder-Liner into for some food. More civilians are swimming in the Wa 


Ес xima VR ES 1 {3 EL 
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DE a 2 3 3 ahr р 
_ a RUN 
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[8] The platform from before can be accessed from the water surface f 
Follow that trail of batteries. Use Unite Hammer to help boost the ріавава 
to a hidden side area with a red supply box that contains Wonderful 8 
No. 29. 
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OPERATION 4 
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Next to that supply box is another small pool of water you can dive into. 
Шек into it with the hammer and rescue the civilians trapped at the bottom. 
Wonder-Diver is among them. You can also destroy the tall water tank next 
so Wonder-Diver and send a Wonder-Liner into the open window for an extra 
желт, In this room there is also an exit that will take you back toward point [7]. 


[9] From Wonder-Diver's side room, follow the water current until you see a 
chasm with a crane that you can Unite Whip across. Find the second Platinum 
Coin by hammering the small bushes near where you land from the whip swing. 
You can also send а Wonder-Liner into the nearby door for an item. After this, 
tear down the spike wall that is blocking your progress and continue forward. 


ee 


You will see a white supply box next to a sealed 
door [10] that you need to get through, but 
players on their first run of the game don't 
have the means just yet to open both the door 
and the supply box. Next to that door is also 
a Wonderful Toilet, which contains another 
useful food item. Head toward the helipad, 
rescuing civilians as you go. 


: ЖЕБЕ: ST 
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MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD SILVER BRONZE € 
300 | 320 | 340 | 400 VERY EASY 
3:40 400 EASY 
3:40 4:00 NORMAL 
3:40 400 НАВО 
3:40 400 101% HARD 
1200 90 600 VERY EASY 
1200 900 600 | EASY 
1200 | 900 600 NORMAL 
2000 1500 1000 | HARD 
2500 | 2000 1500 101% HARD 
500 | 1000 | 2000 | VERY EASY 
500 | 1000 2000 БАЗ 


Damage 500 1000 2000 NORMAL : - ; 
1000 2000 4000 HARD | As you reach the center of the helipad, something big, fast, and 


1000 2000 4000 10175 HARD angry bursts through a wall in the distance. 


қы معا | يفي‎ „ы 
Pu ҒЫ PIT Ғы 
ce | | |c 


шы 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Hah-Gonay 
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A biomechanical dragon, the Hah-Gonay strikes an imposing 
figure on the battlefield. Despite the heavily armored skin, the 
Hah-Gonay is capable of swift flight and is fairly agile on the 
ground, able to fend for itself. The most remarkable feature of the 


creature is its defensive stance, where it covers its head with its 
wings, forming a near-impervious shield. 


[| 
| 


| а "O жк a ты x 
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The Hah-Gonay is quite dangerous the first time you encounter 
it. In addition to its fire breath, the dragon can stomp on foes 
them with its tail. Should you try to stand back and 


or smack 
with Unite Gun, the Hah-Gonay can fly over to 


engage from afar 
you and try to land on your team. 









More troubling about the monster 15 its defensive stance. It wil 
siam ts wings m front of its head in a protective shell, which 
knocks back amy Wonderful One that 15 close by. Not only does 
this stop ату attacks from the front, but also the Hah-Gonay м 
deploy a massime barrage of missiles from its wings. Flanking | 

is Ес == the Наһ-бопау is surprisingly mobile in this moe 
and wall turn to face you. Even if you do manage to flank it, you 
kave to contend with the missiles and its tail. 







The timely arrival of Wonder-White provides a quick solution. Е 
the Hah-Gonay's absolute defense. 









Е _ ——‏ ل 


۴ 






as MESS i 4 Б 
яаа as Ct ^ M | 
| t 4 Ё | 











After Wonder-White's lengthy introduction, quickly switch tot 
Claw and stand in front of the dragon. You will get a promge 
help pry open the wings. Once the beast is exposed, go wild 0 
Unite Claw strikes incredibly fast and has a chance to freeze 
victims in place. If you see the wings about to close again. Ё 
off, then pry them open once more. Eventually you will ca 
enough damage to weaken the Hah-Gonay's armor, which тй 
it more vulnerable to your other Unite Morphs. Additions 
you Unite Guts its tail swipe or stomp attacks, you сап stun] 
Hah-Gonay, leaving it vulnerable to a juggle. Of course, yous 
also try Team Attacks to stun it, but it takes a large поте 
Wonderful Ones to pull that off, and they can be easily shake 
by any of its attacks. 


— HARD AND 101% HARD MODE 
са ено —— =A | Р o- жыны 
JE c ПЕРНЕ i 7% | 
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Alone, а Hah-Gonay isn't much of a challenge to an experienced 
player possessing all of the skills acquired from earlier 
playthroughs. Unite Bomb the sucker the moment it lands, and 
apply copious amounts of wonderful justice. 


mr н "Т" 


| OPERATION 4 


Behind that door was a pair of pipes. For now, take the one on the right. After 
a short ride, you end up in a room with some civilians and the hero Wonder- 
Sailor. Also, if you trace the circle at the center of the room, you will recover 
Wonderful File No. 19. Go back through the pipe, and take the one on the left 


3 i ; to continue the Operation. 
Пэм for a Platinum Coin; then pry open the sealed door next to it. However, P 


Sefore you jump into any of the pipes behind it, run back to the Mission 5 area 
Юю trigger a secret mission! 





MEDAL REQUIREMENTS 


| ELEMENT PLATINUM GOLD SILVER BRONZE Е - 
3:30 : 4:30 VERY EASY 
3:30 ЕЛ 02430 | EASY 
3:30 4:30 NORMAL ET ux Ж i | 
230 T 430 НАВО | [11] The left pipe takes you to another section of Neo Mu. You can revive 
3:30 - | 4:30 101% HARD | a flower bed at the edge of the grass field for some food, but otherwise this 
1000 | 400 VERY EASY appears to һе a dead end for superhero teams without the Unite Claw. Since 
1000 600 400 EAST you have that, you're ahle to climb the wall to move on, but as you approach 
1000 | | 600 400 | NORMAL 
1800 1000 500 HARD 
2000 1200 | 800 | 101% HARD T 
9 (9 | 1000 200 | VERY EASY -GEATHJERK ENCOUNTER: DAHKARTS 
0000 | 2% | EY ` SELP-REPLICATED; AKA Mint-DAHKARTS) 
Damage 5 1000 2001 | NORMAL ee = 
| 2000 | 4000 | HARD 
2000 4000 101% HARD 


the wall, an ambush occurs. 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Nyerk 








Shortly after the GEATHJERK deploys a Dahkarts to an invasion 
target, the alien beast immediately sets out to feed itself, which 
ultimately results in the Dahkarts creating multiple offspring. 
I | These small clones of the original аге not quite as dangerous 
Ome Nyerk versus the Wonderful 100 at this point? Its odds are individually, but they do have numbers on their side and can 
ot favorable. Put it down, then get back to the previously sealed | appear in swarms on nearly any surface. 
Soor [10]. | am 
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The fighting during the wall climb is not particularly difficult. Unite Claw tends 
to freeze the Mini-Dahkarts in a swipe or two, if not outright destroying them. 
If you power up the claws before starting the climb, you'll enjoy a temporary 
speed boost to your climbing ability, а5 well as a massively improved range on 
your hanging melee attacks, which ought to be enough to make short work of 
the monsters. 
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С ет walla with 
Uais Claw 





[12] The climbing route takes you to another platform, where you can find 
Wonder-Sister among a crowd of civilians. There is also a marking on the 
ground near Wonder-Sister that you can trace with the Wonder-Liner to reveal 
some food. Unite Whip through the barrier to proceed. 
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Pass over the satria] behind the barrier to reach a platform that contains 
Wonderi Той Inside Б GEATHIERK File No. 17. You need to then climb @ 
the tower next to the Wonderful Toilet. 


You must climb the tower because there is no way to cross the Ғғ 
with a Wonder-Liner. Even if you could, there are several Hoedown stais 
nearby, and they'd just blast you as you tried to cross. The solution is tos 
at a pair of targets with Unite Gun from the top of the tower. This starts а 
of water that washes away the Hoedown and provides you a bridge of s 
to cross the chasm. 
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MISSION 9 В 
MEDAL REQUIREMENTS | MEDAL REQUIREMENTS | 


ELEMENT PLATINUM GOLD SILVER BRONZE ELEMENT PLATINUM — GOLD 





SILVER BRONZE 





1:00 1:20 1:40 200  VERYEASY | | | 2:10 2:30 | 2:50 | 3:10 | VERY EASY 
1:00 1:20 1:40 200 | EASY | 2:10 2:30 | 2:50 3:10 EASY 
Time 1:09 1:20 1:40 2:00 NORMAL | Тіте 2:10 2:30 2:50 3:10 NORMAL 
1:00 1:20 | 1:40 2:00 HARD | 2:10 230 250 3:10 HARD ! 
100 120 | 140 | 200 101% HARD 20 230 250 | 310 101% HARD Lanes 
40 30 20 10 | VERY EASY 300 200 100 50 VERY EASY 
40 30 20 10 ЕА 400 300 200 100 | EASY 
Combo 40 30 20 | 40 NORMAL Combo 800 700 600 500 NORMAL 
4 300 29 100 HARD 3000 2500 2000 100 HARD _ 
500 400 . 300 200 101% HARD 3500 3000 20001 | 1000 101% HARD 
0 200 400 600 VERY EASY | 0 500 1000 2000 VERY EASY 
0 200 400 600 БАЗ | 0 500 1000 | 200 EASY 
Damage 0 200 400 600 NORMAL | Damage D 500 | 1000 2000 — NORMAL 
D 400 | 800 | 1200 | HARD | 0 1000 2000 4000 HARD 
Ü 400 800 1200 101% HARD | 0 1000 2000 4000 101% HARD 
ENEMIES PRESENT (ALL DIFFICULTIES) ENEMIES PRESENT (VERY EASY-NORMAL) 
You-Hough x5 Gedie Dough-Goo 
—— ENEMIES PRESENT (HARD-101% HARD) г 
з шнек. Gurry Doora 
m L3 w mu | 


117777 HH 





m 


The You-Hough attack as you try to make your way across the 
new waterfalls. They are not as much of a threat as the current 
that ts trying to pull you into the abyss. Finish the enemy off and 
continue across the water. 





First you've got to get past a Gedie Dough-Goo. As this is another 
battle that takes place underwater, you will have to factor in that 
= = your attacks and movements are all going to be slower, which can 
make fighting the Gedie Dough-Goo up close harder than usual. 
Since you have to use the Unite Whip to take off the armor, give 
yourself a bit more space than usual to make sure your strikes 
land true without the threat of being interrupted by the Gedie 
Dough-Goo just walking into you. 


EU AND 101% HARD MODE 
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There is a Platinum Coin inside a door on the platform just beyond the 
gateríalls. The next pool of water beyond this platform contains more pipes for 
sou to explore, but you've got to sink to the bottom of the pool to access them. 


=== === === 





Оп the harder settings, you fight a Gurry Doora underwater. This 
can be a bit more frustrating, as it is a much faster opponent. 
Fortunately, it is alone, and you can do a lot to take away its 
speed advantage before you really lay into it. 
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MISSION 10 









SILVER BRONZE 














2:30 25) VERY EASY 
2:30 2:50 | EASY 
2:20 240 | NORMAL 
3:50 4:10 HARD 
3:50 410 101% HARD 
60 40 VERY EASY 
80 60 EASY 
200 100 NORMAL 
200 100 HARD 
400 200 101% HARD 
ЕТЕР NC CES EE GER i =: 1000 2000 VERY EASY 
Of the three pipes, two actually lead to important locations, while the left one just takes | г 500 1000 2000 EASY 
you back to this pool. Head into the right pipe to be taken to a secret area |13). | Damage : 500 1000 2000 NORMAL 
D 1000 2000 4000 HARD 


1006 2000 4000 101% HARD 3 



















ENEMIES PRESENT (ALL DIFFICULTIES) 
Tearing down the barrier 
in the secret area, you can 
find Wonder-Mop among 
a group of civilians and a 
yellow supply box next to 
him containing Wonderful 
Figure No. 43. Additionally, 
there's an open window you 
can Wonder-Liner into for 
extra food supplies. Return 
to the Mission 9 pool and 
take the center pipe 10 
continue forward. 


س 


Аз you try to cross the metal grating bridge away from the ров 
a surprise attack drops a massive pillar onto the team, forcing 
Wonder-Blue to Unite Sword it in half. The source of the ambus 
makes her presence known, and suddenly things get very, ver 
personal for Blue. | 


` GEATHIERK Encounter: ViIOUNNE 


The only woman among the GEATHIERK commanders, Vijounne is 
obsessed with her concept of beauty and seeks to prove that she 
stands at the peak of that definition and will destroy anything 
that doesn’t quite match up. She used her considerable powers te 
disguise herself as a human in the aftermath of Earth Defense Wa 





The central pipe 
| takes you to another 
| large роо! of water 
with a climbable wall 


М spanning over it. Should 2, stealing vital secrets of the planet's defenses before escaping. 
| you take to the wall, The details surrounding this theft haunt Wonder-Blue to this day. 
| Mini-Dahkarts will ambush you in ап unranked battle, while another unranked battle 
| will start in the water with a group of Dough-Goo led by a Chew Dough-Goo. Consider 


diving into the water before making your way to the platform across from where you 
start this section [14]. If you use Unite Hammer on the ground between the two pillars 
supporting the climbing wall, you'll find Wonderful Figure No. 64. Head to the other 
side of the pool. 
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Wonder-Blue isn't thinking straight and vows to cut down 
Vijounne single-handedly, while the rest of the team watches 
тот the sidelines. Blue has no access to any Unite Morph 
abilities during this fight and must rely on his Valiantium Blade. 
Every swing takes a chunk of Unite Gauge, so only strike when 
you know you're going to hit. 


Ygounne doesn't necessarily have a large arsenal of attacks, 
Sut what she does have hurts quite a bit. She will hover around 
=e pool, her platform spinning around violently, which hurts on 


(сеппе will blow a kiss at Blue, creating а heart-shaped 
zesjectile that follows him around the area for a short time. If 
= Hts Blue will be turned into a defenseless puppy. The effect 
ers off after a short time, but it is something to avoid if you're 
тұта to come under the Platinum time. 


— о —P M 0000 ---- 


While Vijounne typically relies on her spin attack to fight Blue, 
she is equipped with ballistics and can launch missiles from her 
platform. These projectiles home in fairly slowly on Blue, but it 
can be a pain to avoid them and her incessant spinning while 
trying to mount an offense. 


Lastly, as she gets low on health, Vijounne will create a copy of 
herself, telegraphed by a light show emitting from her platform 
while she dances. If struck, the copy will explode after a very 
short delay, harming Blue if he is in range. However, if you 
manage to hit Vijounne instead of her clone, she is stunned and 
will take significantly more damage until the stun wears off. 


This fight is more or less the same across all difficulties, with 
the obvious changes to Wonder-Blue and Vijounne's stamina and 
how hard she can hit. Maintain the pressure, but don't get so 
greedy that you keep landing on her platform as it spins. Leap in, 
get in a few slashes, then back off and concentrate on evading 
until she stops attacking. 
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OPERATION 4 









MISSION Il 























тт РУЗ Î ELEMENT PLATINUM GOLD SILVER BRONZE е 
t m Ep — 310 3:20 3:40 4:00 VERY EASY 
| | 300 320 | 3:0 | 4:00 | EASY 
i Time 300 3:20 3:40 2:00 NORMAL 
3:00 320 | 340 400 HARD ` 
3:00 20 340 400 101% HARD 
80 70 60 50 VERY EASY 
100 90 50 70 EASY 
Combo 20€ 150 100 50 NORMAL 
300 200 100 50 HARD 
is 300 200 100 101% HARD 
0 200 400 500 VERY EASY 
=: E Y p M 6 200 400 800 EASY 
rF А | | 0 200 400 500 NORMAL 
Ш CONNY ® “> = 0 400 800 um HARD 
| 1 400 800 1200 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Mini-Dahkarts, Dough-Goo, Diedough-Goo 


After Vijounne fees, flooding separates Blue from the rest of the 
team, and you're forced to climb along a series of grates, fightin 
your way past Dough-Goo and Mini-Dahkarts as they appear ш 
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along the wall. This сал be tough to fight, as you have to stay clinging to the wall to awos 
Attacks, throwing in Multi Unite Morphs to pes 


reach safety and the end of this mission [1 5 


A Diedough-Goo appears as you make your way 
falling into the chasm below. Consider hit-and-run tactics while you try to stun it with Team 


on the damage. Once you get past the Diedough-Goo, you need to bridge across a chasm to 
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You arrive at another helipad. № you Мопбег- теш 


around its center, you can locate Wonderful File No. 11- 





MISSION 12 
MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE = 
250 | 330 | 330 | VERY EASY 
250 | 340 330 | EASY 
2:50 3:10 3:30 NORMAL | | > i 
3:40 4:00 4:20 HARD | 7 Ғы اس‎ T o oe 
3:40 4:00 4:20 101% HARD | | ae __ A. | —Ó 
i000 800 600 VERY EASY 
1200 1000 800 EASY 
S000 4000 3000 NORMAL 
7000 | 6000 5000 | HARD 
9000 | 8000 7000 101% HARD 
500 | 1000 2000 VERY EASY 
500 | 1000 2000 EASY 
500 1000 2000 NORMAL 
1000 2000 4000 HARD 
1000 | 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 


Wave 1: Dough-Goo, Chew Dough-Goo x3 


Wave 2: Hah-Gonay | 
OPERATION 4 


ENEMIES PRESENT (HARD-101% HARD) 
Deah-Kani 


After finishing up Mission 13, cross the bridge leading away from tne helipad 
EI; те without hesitation, as it collapses behind you. You eventually reunite with 
77777: Ша Т; || | Wonder-Blue, which goes swimmingly. After a mysterious ship opens the way 


ay gf m m ІШ ım ШШ 0 um 52 Ч | forward for your team, it's time to get moving. 
| y 4 9 


The Hah-Gonay arrives after the three Chew Dough-Goo are 
жїрей out. Try to take out the Dough-Goo entirely. The fewer 
Sstractions on hand, the better. 


HARD AND 101% HARD MODE 


The Deah-Kani exists primarily to slow you down while you 
try to get it into a state where it can be stunned and you can 
start striking its weak point. The par time for Platinum rank is 
quite strict for fighting such an opponent, so hold off on the 
Unite Bombs until you reveal the weak point. 
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VERY EASY 


5100 20 5:40 6:00 EASY 
Time 30% 3:20 3:40 4:00 NORMAL 
2 3:40 4:00 HARD 
2 3:40 4:00 101% HARD 
8C 50 40 VERY EASY 
80 Ей 40 EASY 
Combo 80 50 40 NORMAL 
80 50 40 HARD 
i 60 40 101% HARD 
200 300 VERY EASY 
DC 200 300 EASY 
Damage 100 200 300 NORMAL 
100 200 300 HARD 
2 300 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Dough-Goo, Cough-Foon 


The action switches to the GamePad when you enter the next building. starting an interesting mission. On your television, you'll see 2 
outside of the structure and a Cough-Foon blasting at one of three gratings. colored red, green, and blue, alternating at random. The 
way you came is sealed away as more of the external structure collapses, and the way forward is sealed tight. 







o 





Throughout your climb, Dough-Goo will spawn on the grating 
try and stop you. Do your best to destroy them all; you still nes 
to score combo points for a Pure Platinum attempt. 


Left of the sealed door is-a path of grating that you must climb 
to eventually reach a switch that will open the way back outside. 
The panels of this climbing route are color coded just like those 
that the Cough-Foon is shooting at outside. Whichever color the 
Cough-Foon is shooting, that panel on the inside of the structure 
is electrified and will hurt you. You don't have a lot of time once 
the Cough-Foon is in position to shoot, so climb fast and don't 
hesitate for long, if at all. 
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OPERATION 4 



















Eventually you reach a large balcony with a green supply box 

on it. Next to it is a small piece of railing with an arrow pointed 

upward [15]. The box only contains food, but if you draw а | 
Wender-Liner up that piece of railing, it will eventually reach | 
another ledge that you can climb up to and retrieve a Hero Heart | 
Fragment. You will need 100 team members to make the ladder | 
that will take you to this item. | 





This is the last part of Operation 004-A! Go through the newly opened door 
with Unite Sword ready to reflect the Cough-Foon's laser. With that out of the 
way, continue onward to the Wonderful Mart! 





Bark on the lower balcony with the box, there are two circular | 
serkings on the floor. Тһе one closest to the door switch [16] 
гап be wrapped іп a Wonder-Liner to reveal the last Platinum 
Tsin. Now use Unite Sword on the switch near this coin, and drop 
ough the nearby access hatch back to the beginning section. 


Mission complete! 
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Collect the pile of batteries just behind the Wonderful Mart as the Operation begins. Not more 


than a dozen steps past them, a black ship swoops overhead and makes a beeline for your 


team. Intercept with Unite Claw! 










































Vorkken's back. Be prepared or бе атаю. 
OPERATION 4 








ELEMENT PLATINUM GOLD SILVER BRONZE 
6:00 700 | 8:00 9:00 VERY EASY 
700 5:00 9:00 10:00 EASY 
Time 8:00 91% 10:00 11:00 NORMAL 
13:00 14:00 15:00 16:00 HARD 
14:00 15:00 16:00 17:00 101% HARD 
5000 4000 3000 2000 VERY EAST 
10000 8000 6000 4000 EASY 
Combo 20000 15000 10000 5000 NORMAL 
25000 20000 10000 5000 HARD 
30000 20000 | 10000 5000 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
9 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) | 
Vorkken, Chewgi 


Similar to the previous duel, Vorkken shares much of his arsenal with yours. 
He is notably more aggressive with Unite Hammer, chaining Stingers into 
full-powered overhead swings that have incredible range through their shock Р 
waves. He's also more proactive at using the Unity Boomerang, which can be 


б L = bad if you've allowed yourself to get cornered. | | 
_ x CAR M'a Jas E | If you've been following the guide, you should have over 50 heroes in your | | 
Б | WE deis Жоға starting party, which means you can defend against many of Vorkken's Unite 
Morphs with Unite Guts. However, pay very close attention to whether or not | 
he's used his entire team for а morph! First-playthrough teams can't repel any | 
of Vorkken's full power moves, and players оп higher difficulties will still be | 


hard pressed to fight him toe to toe. 

By this point, you should definitely have a good stable of Custom Blocks 
to enhance the team with. We recommend Unite Charge, Hero Counter, and 
Hero Time. Unite Charge is one of the better abilities in the game, allowing 
power up any of your offensive Unite Morphs without having to draw 
a large shape for roughly the same level of Unite Gauge consumption. Hero 
Counter works in sync with Hero Time, as you can dodge from an attack to 
set up slow-mo, then rush back in and Hero Counter another for some extra 
damage. Hero Sense is workable but can drain your Unite Gauge incredibly fast 
in the wrong circumstances, leaving you poorly prepared to take advantage of 
s Vorkken exposes. You can counter Unite Gauge drain with Team 


you to 


any opening 


Attacks to stun Vorkken's men. 
177 
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`СЕАТНЗЕВК ENCOUNTER: Амкно 


| : | г: TEX | The massive 
ÎÎ Ankhos are 
| among the 
GEATHIERK 
elite in 
frontline 
combat. Far 
larger than 
' most Gaia 
Defense Army land vehicles, and armed with a serrated plasma 
saw, these space beasts are very nearly the equal of Officer 
Sixth-Class Laambo. Having a strong preference to watery 
environments, the Ankho make perfect shock troops to send to 
the sinking Neo Mu. 


ery 


اا ا ا 
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[1] After fighting Vorkken to a standstill, you end up on another platform 
farther into Neo Mu, next to a large flower bed and a Gaicha filled with 
civilians. You will see another group of civilians behind a waterfall, but you 
can't reach them mest yet. There is also a spot on the grass that you can 
hammer for more food. 


—————————— 





Remember that you'll be coming back here for a portal to Kahkoo-regah in 
short oroer! 































А Wonderful Tolet near the waterfall barrier contains the first Platinum Com 
Afterward, head toward the elevator leading deeper into Neo Mu for some 
drama with Luka [2]. 


MISSION 2 | 





SILVER BRONZE 





(30 150 | 210 250 | VERY EASY 
1:30 1:50 | 210 2:30 EASY 
Time 1:00 1:20 | 1:40 2:00 NORMAL — - = 
1:30 1:50 | 2-10 2:30 HARD 1 
1:30 550 | 240 | 230 101% HARD го 
1500 1200 | 900 600 VERY EASY 
1800 1500 | 1200 900 EASY 
Combo 3500 | 3000 | 2000 1000 | NORMAL 
3500 3000 | 2000 1000 | HARD - 
3500 3000 | 2000 1000 101% HARD | 
0 500 | 1000 2000  VERY EASY 
0 500 | 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL | 
0 1000 | 2000 | 4000 | HARD 
0 1000 | 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Ankho 


For players on their first run, it has been a long time since 17 
fought Laambo. Fighting an Ankho is practically the same. Tis 
share the same moves with Laambo and even have the sag 
tells and weaknesses to exploit. That does not make Ankhos № 
threatening; they still hit like freight trains and have a 
reach with their weapons. 


Unfortunately for this Ankho, it's all alone, and you 
Wonder-White on your team. Unite Claw can keep an 
almost permanently occupied trying to block the rapid = 
of strikes while other Multi Unite Morphs strike from the fia 
Players on harder difficulties can really abuse the Ankho w 
Unite Bomb. 


p E 
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225202 


Aiter you defeat the Ankho, don't pry open the doors to take the elevator just f 2; —— = | 377777; — 
yet; otherwise you'll miss everything else this section has to offer! Instead, ә а. | 

ump off the right side of the arena you fought іп to reach a hidden side area | 

[3]. There's a flower bed to rejuvenate, as well as a pipe leading back to the 


area blocked off by the waterfall. 
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4 black supply box appears оп this hidden ledge when you return with 
Wonder-Black. It contains Wonderful Figure No. 32. 
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ІН 
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[4] Now on the other side of the waterfall, you've gat some work to do. You 
can locate some food in an open window near where the pipe deposits you. 
You сап trace the zigzag on the ground with the Wonder-Liner for GEATHJERK 


File No. 48, and you can also locate the heroine Wonder-Vegetable among 
some civilians in the area! 


"Tn mh С 


A —___ р; 


Now fallow the grating behind the waterfall, heading toward the elevator, and stay on it. You find a window above 
some Wonderful Batteries that you can Wonder-Liner into for a Platinum Coin. Rescue the nearby hostages, then 


exit the waterfall next to the burning passageway and make your way back toward this area's start point [1] to find 
the Kahkoo-regah portal. 








NORMAL 


SECRET MISSION 3 | 





GEATHIERK Encounter: KUZZLER 


5:10 5:30 5:50 6:10 
Тіте 400 4:30 5:00 5:30 HARD A heavily 
4:00 4:30 5:01 5:30 10175 HARD modified 
Comb | A жы = = шыл А version of the 
ombo 2500 2000 1500 1000 
2500 2000 500 000 101% HARD eet же 
^ 4 3 ce used by 
0 | 2 3 NORMAL 
Damage 0 3 HARD Wanna of the 
0 2 3 10195 HARD GEATHIJERK, 


ENEMIES PRESENT (NORMAL) 


the Kuzzler 
is armed with 


180 





Kuzzler | alight autocannon that can punch through even the thickest 
defenses a Wonderful One can muster. It also has a seemingly 
infinite supply of high-explosive charges and missiles. More 
worrying is the Kuzzler's mobile anti-Unite field, which prevents 
the Wonderful 100 from using their best abilities. 


ENEMIES PRESENT (HARD-101% HARD) 
Kuzzler, Hoedown x2 


REWARDS FOR COMPLETION 
Normal Mode: Figure No. 55 Wonder-Prince 
Hard Mode: Figure No. 34 Wonder-Shopping 
101% Mode: Figure No. 110 Wonder-Future 








You haven't officially met the Kuzzler in game yet, but now's às 
good a time as any to discuss it. A Kuzzler alone is very annoying, 
but not a critical existential threat. The other major problem is that 
you can only use a single Unite Morph for this mission! 


Evade its machine gun by dashing away, and reflect its 
spherical explosives and missiles with Unite Guts to cause heavy 
damage. For its sphere bombs, it will try to plant them directly on 
your head. The missiles tend to be fired from afar and have very good homing ability. 


While it has its anti-Unite field (AUF) deployed, you can't use your 
defensive or offensive morphs, but the Kuzzler cant fight back 
directly either. In these situations, Team Attack the Kuzzler until 
it is stunned, which will shut down the AUF and drop it to the 
ground. You can then pick it up with a Wonder-Circle and toss it 
into the ground for good damage. You can also do the same to 
any of the bombs it tries to plant on top of you. If you get out of 
its way, you have a few seconds to retrieve it and throw it back. 


Hard and 101% Hard add a pair of Hoedowns to the me 
Combined with the Kuzzler's propensity to shut down ye 
morphs with the AUF this fight can go in an embarrasses 
direction very quickly. Focus on reflecting cannon shots from Zw 
Hoedowns until their shields are destroyed, but be ready to 
if the Kuzzler deploys the AUF. 











WALKTHROUGH 


A little farther south from the supply box, you can hammer the center of the 
grating to recover Wonderful File No. 10, Now head to the center of this room 
to begin Mission 4, 





MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRO 





NZE 






















2:30 2:50 3:10 3:30 VERY EASY | 
2:30 250 | 310 3:30 EASY | 
Тіте 5:30 5:50 6:10 6:30 NORMAL 
5:30 5:50 6:10 6:30 HARD 
5:30 5:50 6:10 530 101% HARD OPERATION 4 
1200 200 600 300 VERY EASY 


1500 1200 900 600 EASY 
Combo 4000 3000 | 2000 1000 | NORMAL 
500 | 4000 | 3000 | 2000 | HARD 


6000 5000 4000 3000 101% HARD 
0 500 1000 2000 VERY EASY 


C 00 1000 2000 EASY 
Damage 0 500 1000 2000 | NORMAL 

С 1000 2000 4000 HARD 

Ü 1000 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Raydown х2 


de the depths of Neo Mu, you'll encounter several civilians on the walkways. Ж 
| Wave 2: Megang x2 







nen you reach this bridge [5] before a large central plaza, jump into the 
ster surrounding it to begin a sweep for some items and new recruits. ENEMIES PRESENT (НАКО-101% HARD) 
Wave 1: Doora x 2 


Wave 2: Megang x 2 







among a group of divers on the north side of the room. 








Not a particularly threatening first wave, there's plenty of room 
| to work with when dealing with the Raydowns. The Megang are 
| slightly tougher to fight due to their spacing, as they can support 
each other well with the vast majority of their arsenal. 








a 


& Platinum Coin is inside a pink supply box under the water to the left of the 


- ا‎ ии. 
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Two standard Dooras replace the Raydowns from Normal and below, and because there is 50 much space to work with, they can 
easily slip out of range of a large Unite Bomb. Focus on one at à time if possible. and take advantage of the arena space to try and 
isolate the Dooras from each other. You can handle the Megang afterward as you did on the lower settings. 











As you leave the aftermath of Mission 4 in your wake, check out the Wo iderful Toilet as you томе gae 
GEATHIERK File No. 18 is inside 
е Уы 
=, o GO. 
— т = 
g” Y 
; b Dium km meme ive әлін aE mam T; hurmo МІ PIT it Vii 
Travel down the corridor is interrupted Vijounne, v whose taunting causes Blue to split ОП from ine group once 5. 1. © Stymie your pursuim, үш 
destroys part of the glass on the wa ills, thre atening to flood this section of Neo Mu. Ihe rest of the team is forced to Unite Build into a plug for glass wams 
Wonder-Red continues on, alone 
| rud : j han | Fan sh Р бане 
| Well, mostly alone. Immorta, Galactic Federation Police officer, saves Red s 
bacon from an imminent ambush before geniall reminding him that tne 
Wonderful 100 are outmatched by Prince Vorkken's powers. Thanks for the 
vote of confidence, mysterious lady! Keep running down the corridor, picking 
| up as many Wonderful Batteries as you can 
| 182 Prima Official Game Guide primagames.com 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 


VERY EASY 
EASY 
NORMAL 


HARD | | 
101% HARD | = м | 
; | v | А | WALKTHROUGH 


VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
0 EASY 
Damage D 200 100 800 NORMAL 
HARD 
101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Dough-Goo 


With the г. p i PCI анан, 

with the Dough-Goo out of the picture, check the waters surroundina the | 

-antr f -—— ve : 7 — — ОРЕКАТОМ 
Central platform. The purple submarine to the east has a Platinum Coin. North : 


VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
10175 HARD 
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ENEMIES PRESENT (ALL DIFFICULTIES) 
Dough-Goo 


fou eventually run across Wonder-Blue taking out his impotent | gm Жем ч mper 
gustrations on some Dough-Goo. This isn't a particularly hard т [ Ж | TEE 
Sattie, but there are three waves of Dough-Goo and they can get B, m \ 

т some lucky hits if you're not paying attention, Work quickly, 

25 Blue can steal your kills and reduce your chances of getting 

а Platinum if you don't have enough targets to punch for your 

combo score. 


Аз you continue down the corridor. Blue and Red's conversation 
Із rudely interrupted by another Dough-Goo ambush. Splatter 
them and drive on. 
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SILVER BRONZE 
2-00 2:20 2:40 3:00 VERY EASY 
2:00 2:20 2:40 3:00 EASY 
Time 1:30 1:50 2:10 3:00 NORMAL 
1:40 2:00 2:20 2:40 HARD 
1:40 2:00 2:20 2:40 101% HARD 
100 80 bU 40 VERY EASY 
120 100 aü 60 EASY 
Combo 400 300 200 100 NORMAL 
600 500 400 300 HARD 
700 800 500 400 101% HARD 
0 500 1000 2000 | VERY EASY 
0 500 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 | HARD 
0 i000 | 2000 | 4000 101% HARD 


ы 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wonder-Blue 


It was inevitable, wasn't it? Blue has been...kinda a big jerk about 
Red being the leader, and he's been spoiling for a chance to settle 
things. See to it that he learns the importance of teamwork, as 
well as his new designation as Wonder-Black-and-Blue by the 
time this scuffie finishes. 
















| 


Wonder-Blue does have the skills to back up his confidence and 
the reach to make it hard getting close, thanks to his Valiantium 
Blade. He will use Wonderful Stinger, Wonderful Rising, and 
Wonderful Cyclone to try and stop you. More importantly, he 
inherently has access to Hero Counter, which he will use to score 
a huge combo on you, if he manages to land it. 











Let Blue come to you. You don't have Unite Guts, but you do have 
a parry put in its place that can stun Blue and let you really pile 
on the punishment, as it weakens Blue's defenses. Ideally, a stun 
on Blue should be followed with a couple attacks оп land, then 
led into a Wonderful Rising, with a few more hits before doing 
a second Wonderful Rising off an air jump, then finishing the 
combo. Don't try the parry too often, as it leaves you vulnerable 
every time it misses! You can also dodge-roll away from his 
attacks and strike his flanks. 


Once Blue is depleted of health, an event occurs where he 
grapples with Red, the two heroes pounding the heck out of each 


other You must win this button-mashing competition; otherwise. 


Blue will kick you away and gain back some health. 





WALKTHROUGH 





Differences settled, and knowledge imparted through violence, the two team back up to find a way across the massive gap in the walkway, Fortunately, there 


5 a Valve that Red can twist nearby to create a bridge [6]. Keep moving down the corridor. 
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00 20 3:40 і VERY EASY 
3:00 320 3:40 400 EASY OPERATION 4 
Time 2:20 2:40 3:00 3:20 NORMAL н 
2:20 2:40 3:00 3:20 HARD 
2:20 2:40 3:00 3:20 101% HARD 
400 300 200 100 VERY EASY 
400 300 | 200 i00 ЕАЅҮ 
Combo 500 400 300 200 NORMAL 
1500 1200 800 500 HARD 
2000 1500 1000 500 101% HARD 
= za | 0 200 400 a00 VERY EASY 
|l mmm) | ا‎ 0 200 400 | 800 | EASY 
| =: - Damage 0 200 400 800 NORMAL 
“toed 0 400 800 1500 HARD 
CEREYELIITI 0 1000 | 2000 3000 101% HARD 
ENEMIES PRESENT (VERY EASY-NORMAL) 
Dough-Goo 
ENEMIES PRESENT (HARD-101% HARD) 
Diedough-Goo 
žs you advance down the next corridor, more Dough-Goo show up to interfere with Blue's sad tale. The most challenging part of all this? 
The word bubbles from Blue obscuring the screen. Hold down the L Button to make "ет disappear, or turn off subtitles in the options. 
HARD AND 101% HARD MODE 
ON cube | 
| | А lone Diedough-Goo shows up on Hard and 101% Hard. 
Балау й You can still parry many of its moves as you would if Unite 
4 Guts was an option. 
| 




















MISSION 9 









2:00 2:20 2:40 3:00 VERY EASY 
2:00 2:20 2:40 3:00 EASY 
Time 1:40 2:00 2:20) 240 NORMAL 
2:00 2:00 2:40 3:00 HARD 
2:00 2:00 2:40 3:00 10195 HARD 
20 15 10 5 VERY EASY 
25 20 15 10 EASY 
Combo AQ 30 20 10 NORMAL 
1200 200 600 300 HARD 
1500 1200 300 600 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
Ü 1000 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Diedough-Goo 


ENEMIES PRESENT (НАРО-101% HARD) 
Diedough-Goo x2 



















On Normal mode апа 
below, you face a single 
Diedough-Goo. On higher 
difficulties, its а pair 
Thankfully these are not 
full-strength Diedough-Goo; 
otherwise you'd be here for 
a while, Remember that 
you can parry any attack 
from these guys that you'd 
normally respond to with 
Unite Guts. 
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After the area is secured, 
red and blue plugs 
appear at the center of 
the generator room, with 
conduits rising up from 
the ground а! around 
the area. Wonder-Red 
and Wonder-Blue pick up 
their designated plug, and your job is to get them individually to a series of 
indicated conduits. Red is controlled by the left analog stick, Blue with the 
right. You've got 30 seconds to get Red and Blue to eight different conduits. 
You must take them to the correct color conduit, or you have to restart the 
sequence. 


186 





Controlling Blue, you have one minute to break Red out of his trap. Juste 


= 


rm 


Dough-Goo will try to challenge you, but thes 


ur vamus 
; aren't ranked. 


to the energy bridge, Vijounne shows up to rain onde 
lasts Red into the abyss, and Blue is forced to pass on ance 
| to qo save Red. 


00:54:55 








па him down and striking him until you finally shatter his Dongs 


t of the team shows up momentarily, and you must use Unite Sword Ши 
'one to safety 


"ner а short cutscene, the team is back together and you've got some item 








MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD -SILVER | 
| | 10:00 12:00 | 1400 | 16:00 | VERY EASY 
| 10:00 12:00) 14:00 16:00 EASY 

| Time 7:00 7:20 7:40 8:00 NORMAL 





— 


i 
3300 3000 2000 1000 VERY EASY EMIES 
ч 


£500 200 2000 1000 EASY 
| Combo 8000 5000 4000 3000 NORMAL 
| 6000 5000 | 4000 3000 | HARD 
| 5000 3000 4000 3000 101% HARD 
0 1000 2000 4000 VERY EASY 
| 0 1000 2000 4000 EASY 
Damage Ü 1000 | 2000 4000 | NORMAL 
0 ZcUUD 4000 8000 HARD 
0 2000 | 4000 8000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 


| Die-Rixen 
(You-Houghs deployed on Hard and above) 


Towering above the battlefield, the Die-Rixen could technically 


"unting to accomplish, A nearby Gatcha holds Wonder-Plane hostage, and be considered a tank but is best described as a mobile fortress. 
sar the Gatcha |5 a place on the floor you can Unite Hammer for the last Bristling with guns and protected by thick armor, a single Die-Rixen 


Platinum Coin. As you continue down the corridor 
ssion, you'll come across a blue supply box that co 


No. 35. That's the last of the collectibles for Operation 004-B! The exit lies 


sore you, but уси ме got one last fight to deal with. 





to reach the end of the can change the tide of any battle through sheer intimidation or 


ntains Wonderful Figure firepower. 
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| The Die-Rixen is absolutely enormous, and fast for its size. When 

not firing any of the five artillery cannons mounted to the hull, 
| the Die-Rixen can dash across the battlefield at alarming speed 
| or can spin rapidly in place to throw off unwanted passengers 
and mash anyone who strays too close. 
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The basic way to take down the Die-Rixen is to keep your 
distance and fire back any cannon shots it deposits onto the 
battlefield with Unite Gun or Unite Whip. You must take out the 
four smaller turrets to temporarily incapacitate the fortress, This 
will cause the machine to spin out of control and present its 
primary vulnerability to you. You can speed this along by using 
the cannon shots on the turrets, but in à pinch Unite Whip 
and Unite Sword have the range to reach these turrets from a 


relatively safe distance. 


In addition to the cannon shells being fired by the guns, the mam 
gun will also launch a large barrage of missiles that will апаа 
from above several seconds after firing. This can be evaded, © 
you can block it entirely with Unite Hammer. The main gun 258 
occasionally acts as an enormous flamethrower. 
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After you disable the fortress, you can use Unite Claw to climb up the grating on its backside. You can try to climb the grating earlier if you manasa 
to bypass the spike armor, but while the tank is fully mobile, it will likely spin to send you flying away. When you reach the top of the Піе-Кіке 
its main gun with Unite Claw to reveal the primary weak spot of the tank. At that point it is time to аша Ж 
that the fortress is coming back to full function. The moment the tank starts to prop itself bae 


suffer heavy damage. 


you must then pry open the back of 
aggressively. But not so much that you ignore signs 
up and its turrets regenerate, you need to be somewhere else, or you'll 


ae ге 
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In addition to everything 

the Die-Rixen can do, on 
Hard and 101% Hard it | 
will summon You-Houghs | 
in waves at its enemies. | 











After you make the Die-Rixen до kaput, pry оре 








г the last sealed door and 





to the Wonderful Mart beyond. Operation 004-B is cleared: 
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OPERATION 004-С 


war veteran Vijounne vicariously vexes Blue. Не has sworn a 
ruient Valiantium vow to vanquish the villainous and vacuous GEATHIJERK 
icer, the vestige of a violent vendetta twenty years in the making. 
Also, the Virgin must secure the Super Reactor so that it may be 
dden away, safe from GEATHIERK's wrath. To do this, the Wonderful 100 must 


эл) some time to set the plan into motion. But that other stuff is important too. 


PHASE ONE 





fender-Red wastes no time ordering the team to enter Unlimited Form. When When you see а 
ibat begins after a 


w= you do not have a full glimpse of the m 


short taunting session between Blue and Vijounne, pointed straight 
hine holding on to the statue; you 


= only two tentacles flanking it on the left and right. The tentacles alternate 





res and go one at a time. Get your own attacks in whenever you have the 





tentacles are capable of using laser beams and flamethrowers. You can 


ter these with Unite Sword and Unite Hand, respectively. The flamethrower 


m 


rs up Unite Hand, which makes it a good time to let loose with your own 


*s before the absorbed fiames ut or the enemy pulls just out of 


MEDAL REQUIREMENTS 
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ENEMIES PRESENT (ALL DIFFICULTIES) 





tentacie hover above the base of the statue with its weapon 
at it, you're about to see à cannon shot be fired at your 
position. Return these gifts to sender with Unite Gun or Unite Whip. 





| the tentacle rises above the statue's base, but the dull bottom of the tip is 


what faces you, get ready to Unite Guts a tentacle slam attack. 





WALKTHROUGH 















Grasping firmly on to the Virgin Victory like а scorned alien octopus robot, the 
Ohdarko unleashes its firepower both at the Wonderful 100 and the Victory. 
You must do your best to quickly destroy the limbs as they draw in close to 
attack, while also keeping the ship up and running by wrapping a Wonder-Liner 
around any damaged sections on the ship's deck. Ondarko still has the use 
of its electro-shock cannon and ink jelly bombs, but other weapons will also 


come into play. 
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attempt to strike with other 
cannon and an ink jelly bomb launcher. It is possible to repel the lightning wes 
Unite Sw 


drive off the machine. It communicates to you that this will not do at all. 






tentacies, you're prompted to hammer off a section of tis 
machine loose. It does not approve of this and wa 
weapons іп its arsenal, such as an electro-shoa 
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to hammer at the crack in the statue quickly and often 
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Vijounne tries 
to avoid direct 
contact with 
her enemies 
unless it is 
to torment or 
seduce them. 
However, after 
the events at 
Neo Mu, she has called upon this mechanical monstrosity to try 
and decisively end this war in GEATHIERK’s favor. Armed with a 
wide variety of weapons, the Ohdarko is perfectly designed for 
deep-sea warfare, dragging its opponents to dark depths and 
crushing them mercilessly. 









One of the tentacles on Ohdarko is tipped by а massive spiked mace аа 
be very tough to evade and cannot be blocked with Unite Guts. The i 


ауылы 


for Hero Counter is particularly tough as well due to how fast the айай 
executed, Try to Unite Spring away while equipped with Hero Time. Тһе жи 
embeds itself on the Virgin Victory s deck, allowing you to tear Off section 


айты ДЕШЕ, 


it with Unite Whip to eventually reach its соге and destroy it. 





| WALKTHROUGH 


3hdarko also has another beam cannon on its head. You can reflect this beam i ЖЕ, 
eward limbs that are out of your reach. SSS -- а — 








OPERATION 4 






hroughout this phase, helicopters will deliver reinforcements, and fighters will 
ztempt air strikes that can harm Ohdarko's limbs. You need a full 100 hero 
жат to put an end to Ohdarko, so recruit ‘em if you need to. 


Елен 





Vijounne angrily reasserts Ühdarko's grip on the Virgin Victory, and you jump 
onto its head to finish the fight. Now you must use Unite Claw to get access 

its weak point, while evading the drill from one of the remaining tentacles апо 
the saw blades mounted on the other. You can actually intercept the saw blades 
with Unite Claw to cause serious damage to Ohdarko, if you win the event that 
takes place after the intercept. 
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ie you destroy all of the weapon limbs you can see, the team leaps onto one 

“ңе arms to try and save Luka. You must guide the team toward the body 
т Ohdarko and pry open an access hatch with Unite Claw. Work fast, as the 
entacle you re on is self-destructing. 


Ohdarko will release large missiles from its head, i, targe sting them to land ûn you 
from above. Get moving when you see the missiles fly up! 
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Lastly, Ohdarko сап emit а poisonous purple mist from vents on its body. The 
Virgin Victory will lower an anchor for you to Unite Whip to and safely stay away 


a 


from the gas. ЕШ" 
{9002116257 C 


Push Back 





When Ohdarko's health is completely depleted, it attempts to destroy 3 
Wonderful 100 with à combined drill and saw blade attack, which you 
intercept with Unite Claw, After Wonder-White finishes abusing the mede 
sed into the sky where you must then intercept Ondar ko's laser wes 


=. 
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Despite Blue's efforts, Vijounne slips away to fight another day. Тһеге Б 






Юг more debate on Blue's recklessness, as the team is needed Баск! 
Virgin Victory 5 bridge. For now, Operation 004 is complete. 
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OPERATION OO5: MT. OGRETOE— 
LOST CITY OF LOWRULE mt 


ктт 


You have successfully defended three of five 
Super Reactors against GEATHJERK ambition, 
and those three have been safely hidden 
away by Professor Shirogane's inventions. 
The Wonderful 100 are being deployed to the 
jungles of Mt. Ogretoe to locate and defend 
the Super Reactor there. But the GEATHJERK 
beat the team to the punch, and the heroes 
must fight through the GEATHJERK агту ог 
risk losing the whole planet to the Jerks. 








OPERATION 005-А 
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Тһе area where you start contains a number of civilians to rescue. More 
mportanti, you can use double jumps and Wonderful Rising to get on top 
= a large pink mushroom near the cliffs. Hammer on this mushroom for 
SEATHIERK File No. 22. 








Using Unite Hand on the crank, you can move the tram across the massive 
asm to reach the entrance of the city. However, stop at the small mesa in the 
Эе of the chasm. You are attacked by You-Hough here, but the battle isn't 

eked. Find a Platinum Coin and some more civilians on the island. Also, if 
ou take one of the UFOs from the You-Houghs to the northwest of the island, 
з can find а Hero Heart Fragment. 


Once you cross the chasm with the tram, you have a lot of stuff you can 
So before you even get around to unlocking the temple. For players here on 
mex hrst attempt, this guide is going to focus first on all of the collectibles and 


ен Wonderful Ones you can find before we even start Mission 1. 





For now, ignore the prompt to use Unite Hand to take fire from the lit torch and 
light the unlit torches. Cut down all the tall grass in the area with Unite Sword 
for the Ah, Now That's Better Achievement. While hacking away at the grass, 
you might also accidentally cut down the vines covering the temple door. It will 
not open until you light up all the torches in the area. 





With the tall grass cut back, it'll be easier to see where the 
civilians and Wonder-Beetle are located. 





Wonder-Samurai is located atop a purple mushroom next 
to one of the unlit torches. 





investigate the small lake with the waterfall feeding it to the north [3], and 
scour it for some Wonderful Batteries. If you travel to the west of the lake, you'll 


find a dead end with à purple mushroom you can climb onto and pound with 
Unite Hammer for Wonderful File No. 18. 








WALKTHROUGH 
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Now climb back down behind the waterfall to reach another ledge. The ШШ 











IH LP 


With Unite Claw, you can climb up the rock face on the left side of the waterfall | 
to eventually reach a ledge [4] with some captives trapped in a net. Lut down Hammer can break through a crack in the rockface, which leads to а Case 
the net ta rescue the survivors and earn the Explorers Achievement. Navigate through here with the GamePad, Be mindful of the lava flows; 










don't run through so quickly that you miss out on recruiting Wonder-Rock 


T 


Ы 


Getting through the cave takes you to а 
secret area behind the waterfall rockíace | 
[5]. Immediately near the cave exit is | 
a ring of Wonderful Batteries. Wrap 
a Wonder-Liner around this ring for 
Wonderful Figure No. 20. 












ГЕ 





her ring of Wonderful Batteries that you can Wonder-Liner around 


— — 


Left of this is a pink supply box with Wonderful Figure No. 77, and south of it is anot 
reveal Wonderful Figure No. 45, However, approaching the last item triggers an enemy ambush, 
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SECRET MISSION 2 






















MEDAL REQUIREMENTS 





PLATINUM SILVER BRONZE 
1:00 1:10 | 1:30 200 VERY EASY 
1:00 1:10 1:30 2:00 EASY 
Time 1:00 1:10 1:30 ею NORMAL 
15%) 1:10 1:30 2:00 HARD 
1:00 1:10 1:30 2:00 10195 HARD 
700 600 500 400 VERY EASY 
1000 900 800 700 EASY 
Combo 1200 900 600 300 NORMAL 
1800 1500 1200 900 HARD 
2000 1800 1600 1400 101% HARD 
400 600 1000 2000 VERY EASY 
400 800 1000 2000 EASY 
Damage 409 600 1000 2000 NORMAL 
800 1200 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Dahkarts x2 





ЕЕ? MUTOH 1251 





he Unite 
а саме. 
луз, and 


3ock. 


The arena in which you fight the two Dahkarts is fairly small 

t is quite manageable. Remember that until the Dahkarts 
are fully "deployed," with their stingers at the ready, they are 
=ectively invulnerable. The most difficult thing about this battle 
s remembering to go through the cave to reach it when you're 
powering through the operations on Pure Platinum runs. That's 
one reason why it's a good idea to take on this mission first. 





їп the item roundup complete, go back through the cave to the torches in the 
st area and start lighting them up. 





* you ve managed to unlock Poseman, typically after your first playthrough, you 
an speed your way through this section, as he permanently has a flame effect 
же to his Unite Hand and can light the torches as soon as you're in range of 
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MEDAL REQUIREMENTS 











1:00 1:10 1:30 2:00 VERY EASY 
1:00 1:10 1:30 2:00 ЕА5Ү 
Тіте 1:00 1:10 1:30 2:00 NORMAL 
1:00 1:20 1:40 200 HARD 
1:00 :20 1:40 2:00 101% HARD : 
600 500 400 300 VERY EASY 
800 700 500 500 EASY 
Combo 1000 800 800 400 NORMAL 
1500 1300 1100 900 HARD 
1700 1500 1300 1100 10195 HARD 
0 500 1000 2000 VERY EASY 
4] 500 1000 2000 EASY 
Damage Ü 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Dough-Goo x9, Chew Dough-Goo 
Wave 2: Dahkarts 


ENEMIES PRESENT (HARD-101% HARD) 


Dough-Goo x9, Ankho 


After lighting the first torches close to where the tram arrives. 
you are ambushed Бу GEATHJERK forces. Even with the grass cut, 
what's left has a habit of concealing the Dough-Goo and their 
ranged blaster attacks. The wide range of the Unite Sword сап 
be handy here. 
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MISSION 3 | 






HARD AND 101% HARD MODE _ | = : 



























2-40 300 320 3-40 VERY EASY 
2:4 3:00 3:20 3:40 EASY 
Time 2:40 300 | 3:20 3:40 NORMAL | 
2-40 300 | 320 340 HARD | 
2-4 3-00 3:20 3:40 101% HARD. | 
! 600 400 220 VERY EASY — 
110€ 900 700 500 EASY 
| Combo 1300 1100 | 900 700 NORMAL 
| 1900 ted) 1300 1000 HARD 
2 1800 | 1500 1200 1019 HARD 
500 1000 2000 VERY EASY _ 
500 | 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
' D 1000 | 2000 4000 HARD 
1000 | 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Koh-Tumeekey х2 


CEATHIJIERK ENCOUNTER: KOH-TUMEEKEY 


A strange 
collection of 
| 1 blocks, the 
Space is limited in this arena, thanks to the sheer size of the | | "n г 4] Koh-Tumeekey 
Ankho. Fortunately, you can really put the screws to it with a | т... = | start out 
fire-enhanced Unite Hand on the flanks. You should have at least Ba | —— + shaped like ап 
three torches to draw fire from, and the Ankho spawns at the octahedron but 


center of all three. quickly reveal 
the ability to 


| жд | analyze and re-create different shapes in order to attack their 
= mune кү = | enemies. This offensive capability is disturbingly similar to the 
itg f à | 
diia ) Wonderful 10075 Unite Morph ability. 
Hi i 


SIH = 
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000407487] 


| Koh-Tumeekey generally attack іп pairs, and they are 
| at matching the Wonderful 100's Unite Morph abilities e 


The d door to the teme will open after you light all the torches, You can destroy | Koh-Tumeekeys can re-create every Unite Morph you 
a lot of the objects in the hall for space fruit and Q-Parts. acquired up to this point in the game. However, it is poss: 


to block their versions of Unite Hand and Unite Hammer 
the Unite Guts ability, provided you have enough people on: 
team. First-timers will also see them turn into a spherical ss 
that looks like a bomb. When the Koh-Tumeekeys lob themse 
at you in this form, get clear ASAP if you are not іп posite 
"catch" them with Unite Guts; the ensuing blast will be 
damaging and slow your movements down significantly 


short time. 
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“oh-Tumeekey can also use lasers that start fire eruptions all 
around them. You can absorb these eruptions with Unite Hand. 
Lastly, Koh-Tumeekeys are capable of wrapping their combined 
octahedron form with a shield and using it to ram their targets 
st high speed. 
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А5 а Koh-Tumeekey sustains damage, the blocks that comprise 
Seir form are destroyed individually. Additionally, taking а 
massive amount of damage in a short time, or being successfully 
Stocked by Unite Guts, can cause the Koh-Tumeekey to “shatter,” 
*s blocks spreading out over a wide area similar to what happens 
when you take damage while having a Unite Morph at the ready. 
Жош can also shatter a Koh-Tumeekey by using the same attack 
E has morphed into. Meet Sword with Sword, Hand with Hand, 
2nd so on. 


In this state, the individual blocks are extremely vulnerable 
and can be destroyed, though they will try to recompose into 
the octahedron form, replacing missing blocks with transparent 
copies to maintain the shape. You can slow this process by using 
Team Attacks to pin down individual blocks. Eventually, after too 
many blocks are destroyed, the Koh-Tumeekey cannot maintain a 
combined form, and you can hunt down the individual blocks that 


remain. 


Fighting two Koh-Tumeekeys at once can be dangerous, 
as it can be difficult to defend against two different types of 
their morph abilities. In their combined forms, they can be fairly 
quick, which can make getting to safety difficult. During later 
encounters, after you acquire the Unite Bomb ability, it is possible 
to quickly weaken a Koh-Tumeekey by slowing them with the 
bomb, then hitting them with Team Attacks to initiate a stun. 
This has the additional benefit of making it easier to shatter à 
Koh-Tumeekey's form. 


| 
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men | 


[6] Upon finishing Mission 3, travel down the ramp and send а Wonder-Liner 
into the mouth of the statue on the right side of the path to recover Wonderful 
Figure No. 67. А short distance from that statue, you can Unite Chain a bridge 
across the lava to a small platform leading to a Platinum Coin. 
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Бе careful as you advance down the walkway, as chunks of lava fly onto it 


and can burn you severely for a short while after impact with the walkway. Go 
around or over any such impacts until they dissipate. 


WALKTHROUGH 


















As you leave the lava behind, you encounter a massive statue [10]. Climb 
with Unite Claw. At the top is a white supply box with a useful food item and е 
hero Wonder-Music. 
















[7] The lava rises and falls here, covering up the path you must take. Don't - - — 
miss Wonder-Measure, who awaits you on a side platform. Across from him | 

in the lava is another statue; send a Wonder-Liner into its mouth, revealing | MEDAL REQUIREMENTS 
Wonderful Figure No. 31. - 


MISSION 4 






ELEMENT PLATINUM GOLD SILVER BRONZE ж 
2:30 250 | 310 3:30. | VERY EASY | 































2:30 2:50 3:10 3:30 EASY 
Time 2:30 2:50 3:10 3:30 NORMAL 
2:00 2:20 2:40 3:00 HARD 1 
2:00 2:20 2:40 3:00 101% HARD 
700 600 | 500 400 VERY EASY 
1000 900 800 700 EASY 
| Combo 1200 900 50 300 NORMAL 
| 3000 2500 2000 1500 HARD 
3500 3000 2500 2000 10195 HARD 
0 500 | 1000 2000 | VERY EASY 
| 0 500 | 1000 | 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
— о 1 0 1000 | 2000 | 4000 | HARD < 
[8] Not far from Wonder-Measure is another small path where the lava = et Ex кыы ылы 
overflows. To the right of itis another statue mouth that сап be blocked off by | ENEMIES PRESENT (VERY EASY-NORMAL) 


lava. № you're fast, you can send a Wonder-Liner into it to recover Wonderful | Wave 1: Koh-Tumeekey 
Figure No. 87. | Wave 2: Gedie Dough-Goo 


ENEMIES PRESENT (HARD-10196 HARD) 
Hah-Gonay 





[9] There is a small treasure chest next to where you recover Wonderful Figure 
Мо, 87 that appears to be broken. Repair it with а Wonder-Liner for another | 
Platinum Coin. | 
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WALKTHROUGH 



















| 
| 
А lone Koh-Tumeekey is much less of а hassle than two at once. | | 
The Gedie Dough-Goo that takes its place upon defeat is a bigger | 
problem. | 
| 
| 
HARD AND 101% HARD MODE | 
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You're not done yet with this statue. Climb up it, recruiting the civilians on 
its arms. You can also Unite Hammer the center of the gourd it is holding for ' | 
GEATHJERK File No. 20. You can also keep climbing to the top of the statue's : 1 
head to snag an item from the red supply box placed there. 











The arena here is small enough that it can be hard to pull away | 
Som а Hah-Gonay's tail swipes, Try to stun it by countering ап | 
stack with Unite Guts, and work on the largest combo you can | 
manage, The requirements for Platinum on the higher difficulties | 
аге quite strict for only giving you a single enemy to work with. | 

| 


| 
= ا‎ SS ee 





Drop back down to the drill, and continue into the temple. You'll see a 
shining circular shape on the floor that you can trace with a Wonder-Liner for 
GEATHIERK File No. 45. A black supply box is spinning away near this item, but 
you can't open it without Unite Bomb. If you try to continue forward, you'll see 
that another one of the drills is hard at work, blocking your progress. Take the | 
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route to the right [11] to reach another section of the temple. 





ST 2 


t= Mission 4, you come across a defunct drill sticking out of the lava near 


mother of the massive statues. Follow it to its highest point to retrieve a 


езекті Coin. 
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MISSION 5 





GEATHIERK ENCOUNTER: DoonA 
































SILVER BRONZE 
2:10 2:30 VERY EASY 
i 2:10 2:30 EASY 
Tee 50 2:10 2:30 NORMAL 
1 2:40 3:00 HARD 
d 2-20 2:40 3:00 101% HARG 
2 200 500 VERY EAST 
SK 1600 1400 EASY 
шетте = | 1500 | 1000 | NORMAL 
? 2700 2200 HARD 
2 2700 2200 101% HARD 
1000 2000 VERY EAST 
SOC 1000 2000 EASY 
a= zig 1000 2000 NORMAL 
Despite their relatively small size compared to other GERTRSESS : PRO 4000 | HARE 
weapons, the Doora stands as one of the more potest Sese: — ХУ) 4000 1017 HARD 
the Wonderful 100. Dooras are agile and strong meicss-iomsei Sees еа (ALL DIFFICULTIES) 
combat units. The Doora units are considered to be the elite Se | p. 
among the elites and are known for their highly aggressee taciz 
that leverage the best qualities of the combat armor agams: Sues 
targets. 
Dooras are specifically designed to punish reckdesseese Төн” ет M Them se steed of anything you do, and when you de 
manage to catch them (or they inevitably come to ка сен c == e жоса wee cer ability to counter. 
Т 





Dooras employ multiple types of melee attacks Either fe е c woes of sce swipes of their claws for targets dire) 
in front of them. Additionally, with their great speed Se Doo Gee кәс xx Бы can be very hard to react to if they are 5 
close. You can generally see these jump-kicks or yas taces come f Sue олс directly at you. 





Doora melee attacks can cut through Unite Guts so one cf your mcr 
defensive options is off the table. You can use Hero Cm © woe 
purchased it. This is difficult to time, and it might be ssser 52 suo 
use Unite Spring combined with Hero Time (when you can БАЕ 
it) to slow them down. Team Attacks can eventually am mem mi 
the Dooras tend to shake off Wonderful Ones very quickly as 
whenever they dash or attack. 
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WALKTHROUGH 





Unfortunately, the Dooras also employ a short-term cloaking 
device, and when combined with their great speed, it looks as 
though they are teleporting. First-time players will definitely feel 
as though the game is trying to run circles around them. 








OPERATION 5 


After cleaning up the Dooras, you can jump off the left side of the arena 
down to a ledge above the lava. This place has a Wonderful Toilet containing 
GEATHIERK File No. 21. 





| Secret Mission 6 is now available back at the Mission 4 location. Qn the way 
| there, you can open up that black supply box for a Hero Heart Fragment. 
| 





Fortunately this is the battle that introduces new players to 
Wonder-Black and his Unite Bomb ability. A large enough Unite 
&omb can encompass the majority of the arena, slow down the 
Dooras, and pull them out of their cloak effect. You can then 
stun them with Team Attacks, assuming they aren't currently in 
the middle of an attack when slowed down, and from there they 
s=come completely vulnerable to everything in your arsenal. 


| 
it's best to try and focus on one at a time. While the target 
Doora is stunned from Team Attacks, you should launch it for an 
а” combo. If you launch it high enough, you'll be out of reach | 
= any buddies it has on the ground that don't have ranged | 
: attacks or the height to reach you. You can also lift and slam a 
stunned Doora with the Unite Whip, or toss one after wrapping a 
Wonder-Liner around it, but these moves end the stun and aren't 
3004 ways to guarantee finishing them off. 





Чен players reaching this point now have all of the powers needed to start 

gang back through the previous operations and retrieve any items they could 

чї obtain before due to a lack of certain abilities, It is highly recommended | 
жа you do a cleanup run of those prior levels if you haven't done so | 


sready 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 


1:40 245) 2:20 2:40 VERY EASY 
1:40 2:00 2:20 2:40 EASY 
Time 1:30 1:50 2:20 2:40 NORMAL 
1:30 1:50 2:20 2:46 HARD 
1:30 1:50 2:20 2:40 101% HARD 
1800 1500 1200 900 VERY EASY 
2500 2000 1000 500 EASY 
Combo 3000 2000 1000 500 NORMAL 
4500 4000 3500 3000 HARD 
4500 4000 3500 3000 101% HARD 
Ü 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Hah-Gonay x2 





Two Hah-Gonay in close quarters can be a real problem, but the 
Unite Bomb can easily catch both. Consider using Unite Camp 
before entering the area to boost your Unite Morph capabilities 
Unite Bomb both Hah-Gonay, then switch to Unite Claw and try to 
freeze both targets, if possible. Continue applying Unite Bombs 
as necessary and throw out Team Attacks to assist with Unite 
Gauge regen. 















aoe c 


1121 Make your wey back to the spinning drill from before. You can toss a lange 
and cross to the other side. However, cimas 








— к кож 


Next CE un е too cf this statue's head to find a portal to Капкоо тес 








NORMAL 
Time ЗАХ. 9:30 1000 10:30 HARD 


206 9:30 1000 10:30 101% HARD 

2500 2000 1500 500 NORMAL 
Combe 400€ 3000 2000 1000 HARD 

£000 3000 2000 1000 101% HARD © 


D | 2 3 NORMAL 
Damage D 1 2 3 HARD | 
D 1 2 3 101% HARD. | 


ENEMIES PRESENT (NORMAL) 
Ankho 


ENEMIES PRESENT (HARD- 101975 HARD) 
Tumeekey 


REWARDS FOR COMPLETION 
Normal Mode: Figure No. 9 Wonder-Beetle 
Hard Mode: Figure No. 8 Wonder-Clean 


101% Mode: Figure No. 7 Wonder-Black 











Lock the Ankho down as much as possible with a combination 
of Unite Bombs and frontal assaults to keep it parrying. You can 
only take so many hits during these challenges, and an Ankho 
can rack up those hits very fast. For backup, consider equipping 
чего Sense to give you a better chance of evading harm while 
maintaining the offensive. 


* youve reached this portal on this difficulty, you've already 
fought a full-sized Tumeekey before, and the strategies for it 
2o not change. As with the Ankho on the lower settings, if you 
make a single mistake, the Tumeekey can put you in a very bad 
szuation within seconds. Counter what you can, and exploit all 
moments where the Tumeekey has been shattered. The time 
mit for Platinum is especially harsh if the Tumeekey doesn't 
гоорега!е and present opportunities to get stunned or shattered. 


MISSION 8 ч 


MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD SILVER BRONZE 
0 3:10 3:30 VERY EASY 
3 EASY 
NORMAL 
HARD 

101% HARD 
VERY EAST 
500 EASY 

600 NORMAL 
600 HARD 

400 500 101% HARD 


ЛГ 
c au 


[s 


| & in 


ы 
əс 


no Th 
= 


Lak [ал a 


C C 


| 
1 
3-1 


ыл ГЫ RAS іл 


LI 
Ca 
La 

c 


Lad LA 
cC 


C 


Ca 


ы 
ia 


п Ры TEIL Dar Гы 
Co Chun 

ce 

CE! 

Cy 

С 


CHIC Банан 


| 08 
с^ 
x! 


„ры | dm | рь | فعا‎ La | 


ПГ] 


Es 
T 
= 


ғ ul 
20 


= 


200 


к] 

ж F 
3 

e 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Meizerr 


Vorkken's ship suddenly swoops in as you continue beyond the 
lava drill, bombarding the walkway you're on with missiles. You 
have to outrun a series of barrages from the ship while navigating 
the collapsing terrain as quickly as possible, climbing up pillars, 
bridging gaps with Unite Chain, and even using Unite Whip as it 
becomes necessary. 


MINION 920 


After you get across a series of collapsing walkways, missiles will 
cause a massive boulder to crash onto the path you're on. Switch 
to Unite Hand and punch the problem aside [13]. 


WALKTHROUGH 


OPERATION 5 















The Mazer levels іс main gun at your team, forcing you to Wonder-lump ees 



















| of danger 2nd оо the ship. Round Three is at hand 


Not long after the boulder, a lava flow covers another part of the | MEDAL REQUIREMENTS 3 MISSION 9 | 

path [14]. To douse it, switch to Unite Launcher and shoot the | | EE : | 

gourd on the lava's other side, Water will spill from it and let you | === 22 SILVER BRONZE ey 
750 800 | 1100 1400 | VERY EA: 












cross. Don't run too quickly to the next section! Switch to Unite | = 256 pem 120n ЕАЅҮ 
Hammer and pound on the spot the water gourd occupied to | "ie т” те 25 VD NORMAL — 
uncover Wonderful File No. 12. 6-00 7:00 8:00 9:00 HARD 
а i - 6:00 400 | 800 | 9:00 | 101% HARD 
rye — ` ` E рг 5006 4000 | 3000 2000 | VERY EASY 
ML S000 1000 | 3000 2000 | EASY 
| ГЕ) Combo S000 | 4000 | 3000 | 2000 | NORMAL 
| | ) | 5000 5000 | 4000 3000 HARD | 
[i 4 EM = 7000 | 6000 5000 4000 101% HARD Ш 
| = | | 0 3000 10000 1500 | VERY EASY | 
1 5000 | 10000 15000 | EASY 
Damage 0 5000 10000 15000 NORMAL 
5000 | 10000 15000 HARD 1 


^ 5000 10000 15000 101% HARD 


| 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Vorkken, Chewgi 





Keep moving forward until you reach a circular arena with а 
central pillar that you can hit with Unite Hammer [15]. Vorkken's 
ship circles the area, firing missiles at you. It's possible to block 
these barrages with Unite Hammer as well. You need to hit the 
central pillar to cause three spires of lava to shoot up around 
the area. These are clearly visible, so you only need to account 
for the delay on the hammer slamming into the pillar. If the ship 
is over any of those points when the hammer hits home, it will 
take damage. 


This last bit of the mission takes more effort on higher 
difficulty settings, as the ship can sustain more damage before 
the next event begins. 
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The overall mechanics of the duel against Vorkken have not 
changed significantly with this third round. He is as dangerous 
as ever, using all of the same tools that you've seen thus far. 
However, he now unleashes frequent Unite Bombs of his own, 
keeping pace with your own recent upgrade. You'll also see 
Chewgi form new Unite Morphs based on the Ankho and the 
Doora, both of which will use attacks that cannot be blocked 
with Unite Guts. 





Chewgi will also start using his own melee weapon to further 
press the attack against the Wonderful 100. By spinning his 
naginata, he essentially locks down a portion of the ship's hull 
and can stop most of your attacks cold. 


Despite the improvements to Vorkken's arsenal, so long as 
you properly execute the tactics you've used on the two previous 
encounters, you can still come out on top. Above all else, relax 
end focus. The Vorkken duels are among the longest boss battles 
m the game, each one longer than before. Custom Blocks like 
Него Time and Hero Sense can help you get through a majority 
of Vorkken's shenanigans relatively unharmed, but success will 
depend primarily on your ability to properly counter what can be 
countered and exploiting the vulnerability that follows. 


Of course, Vorkken, even in defeat, does not actually appear to 
have been beaten. After a series of dramatic events, you're forced 
to use Unite Bomb to defend yourself from the Prince's wrath. 
Immorta intervenes, but there is nothing more to be done but 
escape with the Unite Glider. 








During this sequence, you must avoid the lava geysers spewing 
from the walls on the sides and from below. You also have to 
maintain good speed by periodically climbing and diving, as 
there is lava closing in from behind. During this flight, you'll have 
the chance to collect the fifth Platinum Coin and Wonderful File 
No. 13. 


WALKTHROUGH 





OPERATION 5 
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5 1 VERY EASY 
3 3:50 4:10 EASY 
Тате 3:50 4:10 NORMAL л 
3 3:50 4:10 HARD | | 
Ж 3-30 3:50 4:10 101% HARD 
“Ұқ 4000 3000 2000 VERY EASY 
ЖЕК 400€ 3000 2000 EASY 
Comic SON 4000 3000 2000 NORMAL 
== DE 5500 4500 3500 HARD 
EES ТЫК 7000 5500 101% HARD 
| 20€ 400 600 VERY EASY 
| 200 400 600 EASY 
Dam L 200 400 600 NORMAL 
1 Di 200 300 HARD 
D 200 300 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Doors. Kaizor Ohrowchee, Megang, Ankho, 
наһ-Сопау, Nyerk 
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Upon reaching Immorta's ship, the Dakkar, it deploys а dni! anc 
the game shifts into a side-view perspective of the action. You 
must now control the Dakkar and drill it through the tunnets 
ahead. Before this mission properly begins, the controis will 
be shown onscreen. The Dakkar is capable of dashing anc 
drilling through the various types of rock that stand in your way 
Additionally, you can use the various Unite Morphs to attack 
enemies and help burrow faster. Additionally, certain sections of 
the tunnel will require you to use Unite Morphs to open doors. 
You have a hard time limit for this section: the lava Sow that 
continues to fill up the volcano behind you. Fortunately, there are 
no important collectibles to worry about during this challenge 


GEATHJERK ENCOUNTER: Kaizor OHROWCHEE EE VV on. каро Ohrowches, can bete 


Obstacle F you stand in front of him and get tail-slapped оға 
Gre balls to the face. Unite Sword can really cause heavy dag 
per swing, which is what you need as the lava is still chasing т 
Once you defeat the Kaizor Ohrowchee, get through the Š 
door and drill through the last bits of the corridor to success 
escape 


This beast is a full mechanical copy of the original Ohrowchee, 
and you fight it under very different circumstances from Laambo's 
pet. Acrobatic, the Kaizor Ohrowchee is capable of amazing aerial 
maneuvers to combat enemy spacecraft. 


MEDAL REQUIREMENTS 
“ELEMENT PLATINUM GOLD | 


VERY EASY 
300 iiu 3:40 41А EASY 
Time 3:00 3: 3:40 DO NORMAL | 
| | = ا‎ Ri | > ЖИ AG ul 
101% HARD à; | | a 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY ee a cec сс Тес: ایت‎ РА 
NORMAL Complete this mission, and the way to the Wonderful Mart is 
HARD opened! 
101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 


> 


Wave 1: Doora х2 


HARD AND 101% HARD MODE 


Wave 2: Ankho 


ENEMIES PRESENT (HARD-101% HARD) 
Deah-Kani 
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One Deah-Kani appears in place of the more varied force in the 
normal difficulty. Not a particularly threatening giant hostile crab 
when you have so much room to work with to help plan your 
attacks and react to the enemy's various attacks. 





The Dooras and the Ankho can be very capable opponents, but 
this final arena is large, which gives you good space to work with 
when dealing with the speedy Dooras or the Ankho's spin slash; 
those extra seconds it takes for an enemy to get close can mean 
ай the difference for Hero Counter or Unite Guts. 








OPERATION 005-В 











МІНЕ, 


MISSION 6 







SECRET MISSION 7 





` WALKTHROUGH 














OPERATION 5 











Near the first pool of lava you walk past is another statue whose mouth you сап 
enter. Inside it is the hera Wonder-Prisoner. 





------ жш „2 —— 








Immediately on starting this level, take the path to the left of the Wonderful 





Магі, walking through the waterfall and entering the mouth of the statue 





behind it. This warps you to an island with civilians on it. Make a bridge from 


Sat island to the southwest to reach another island with a broken treasure — — Progress forward is blocked by a massive lava geyser. You'll have to enter the 
chamber. Repair it with the Wonder-Liner for a Platinum Coin. [ 


| 






LD 
2:00 2:20 | 240 00 VERY EASY 
2:00 2:20 2:40 3:00 EASY 
Time 2:00 2:20 2:40 3:00 NORMAL 
2:00 2:20 2:40 3:00 HARD 
2:00 2:20) 2:40 3:DO 101% HARD 
0 300 500 1000 VERY EASY 
Ü 300 500 1000 EASY 
Damage 0 300 50€ 1000 NORMAL 
Ü 200 400 600 HARD 
0 200 40 500 101% HARD 





ENEMIES PRESENT (ALL DIFFICULTIES) 


None 


Upon entering the temple, the action shifts to the GamePad. You must first navigate a hallway filled with moving fire traps. 
They move so fast that you must use the power of the Unite Bomb to get through. 
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Eventually you will reach a chamber with three tall pillars and lots of civilians. Each of the pillars has a slot for the Unite Sword, allowing you te 
twist the pillars and therefore twist the ramps that are above the temple. The goal here is to stop the lava that is flowing into the three pools 
outside of the temple and redirect the waterfall down the connected ramps onto the large lava geyser This will harden it and allow you to break 
it into a platform to move past. 














Lek, gh. bleu aR) = T bros T L = ten fae lap АҒ +h фена 
With the lava flows redirected, move the ramp on the far left of the temple 


гүл туш т +f bla ura? ETE: ған! 
enougn so nat the water stops towing. 
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nitack the hardened lava Geyser to break it down, then drop onto the plate 


the попе of it ior a Platinum Coin. 

















Lage. тый Hana La he araa ұма M ee РЕР Jare НК ы 
tou re пої done with this area vet. With Unite Claw or ladders built aem 


= —- ¬ r cae ا اح س‎ pm tho Г fen inie iat Р Не m 
Wonder-Liner, cimo up the ramp trom which the water was directed ТЕРЕН 


i і i 1 1 i 
Next head back outside the temple, and hammer the center of the three former - tually come a z 
І ad баск outs de И тше, ei Wh amit (> ine МӘЛІ of Ї №, LI reg TOF mer ava geyse A] ntually come across а larae boulder next to the ramos T 


lava pools to recover & | In = emal] ladne wih come riulianc ма № Chata ; + Har tn ratri 
lava pools to recover GEATHIERK Files Nos. 23, 24, and 39. a small ledge with some civilians on it. Shatter that boulder to retrieve а К 
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Heart Fragment! Now, with all that out of the way, go to the area that fed 


a 

geyser once БЇ КӨП arrace 13 [1 
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MEDAL REQUIREMENTS 


GEATHJERK ENCOUNTER: $uREY DooRA 
ELEMENT PLATINUM _ GOLD 





SILVER BRONZE 


5:30 5:50 5:10 5:30 VERY EASY | 
5:30 2:50 6:70 5:30 EASY | 
Тіте 5:30 5:50 6:10 5:30 NORMAL | 
5:30 5:50 P10 7:30 HARD : 
6:30 650 | 710 | 730 101% HARD ЛЕНОНА 
1700 1501 1300 100 VERY EASY 
3000 2500 2000 1500 EASY 
Combo 3500 3000 2500 2000 NORMAL 
3500 3000 لاا‎ 2000 HARD 
500 3000 2500 2000 101% HARD 
500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
Ап enhanced Doora with battle armor, the Surey Doora adds : De A ы, сылы xci 
fearsome ranged capabilities to an already dangerous enemy. : ms Aut SU es ss hem 
Able to match their Doora cousins blow for blow, the addition of ENEMIES PRESENT (VERY EASY-NORMAL) 


their massive throwing stars means there is no escape from one of 


Wave 1: Surey Doora 
these beasts short of pounding it to pieces. age 


Wave 2: Hah-Gonay x 2 


ENEMIES PRESENT (HARD-101% HARD) 


Wave 1: Surey Doora 


OPERATION 5 


Wave 2: Surey Doora, Doora, Gurry Doora 





ыншы 


А Surey Doora makes the already troublesome Doora a greater 
threat. A Surey Doora has three throwing stars mounted on it, 
two on the forearms that act as the claws оп a regular Doora and 
а large one on its back. Surey Doora can throw the two forearm 
stars in rapid succession. which can be a preface to any of their 


other melee attacks, or they can throw the large one, telegraphed The two Hah-Gonay after the Surey Doora might be a bigger 

су а short jump into the air. The latter of these has homing problem, but this arena is large enough that you can effectively 

capability and good range. It's not uncommon during later battles concentrate on one target at a time, only switching to interrupt 
| ‘or а Surey Doora to throw the large star from offscreen. their defensive stances with the Unite Claw. 


Still, the strategy for defeating a lone Surey Doora is more or 
ess the same as it is for а Doora: slow it, stun it, launch it, combo 
t collect Q-Parts. 
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HARD AND 101% HARD MODE 














On the higher difficulties, this battle starts the same with a lone Serey Doora The second wave throws al you another Surey Соса 
a standard Doora, and a Gurry Doora. This can get badly out of hand very асу Set the table for the terrible trio with а large-sa 
Unite Bomb. then immediately target, stun, and destroy the Gurry Deora sing down Unite Gauge restoration items as пеейе@ 
can be the biggest nuisance with its ability to drill underground and stall the $ght. on top of being the hardest hitting of all ® 
and therefore the biggest threat. Make sure you have Hero Time ecupoed as well as you'll be doing a lot of Unite Spring to esca 
the wrath of the Dooras, and the slow-down from Hero Time is newer a bad tug 


MISSION 


SILVER. BRONZE - 


3:10 3:30 

3:10 330 EAST 

3:10 130 NORMAL 
3:10 330 HARD 
3:10 330 101% ЖЕ 
400 300 | VERTES 
600 500 | EASY 

500 400 NORMAL 
900 600 HARD 


1200 90 101% БЕДЕ 


1000 2000 VERY ЕЕ” 

1000 2000 EASY 

1000 2000 NORMAL 
1000 2000 4000 HARD 


1000 2000 4000 101% ВШ 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Diedough-Goo x2 


This is an interesting challenge. Two Diedough-Goo cause sections of the bridge to collapse, turning the section youre fighting ew 
a seesaw. You have to destroy both Diedough-Goo to proceed, but you can't let the weight on the bridge get to be too much s 
side or the other, or you'll all fall in the lava. You will take Gamage and lose your Platinum rank. Try to keep the fight at the centers 
bridge as much as possible, controlling the enemy with Unite Bombs as necessary 


ee 





— M — 


[4] You can trace a Wonder-Liner around this 
circle next to the civilians for some food. 
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MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD SILVER BRONZE | 


















1:30 1:50 2:10 2:30 VERY EASY 
1:30 1:50 2:10 2:30 ЕА5Ү 
Тіте 1:30 1:50 2:10 2:30 NORMAL 
2:00 2:20 2:40 3:00 HARD : 
2:00 220 2:40 3:00 101% HARD Ae 
1000 900 800 400 VERY EASY 
1500 1300 1000 500 EAST 
Combo 2000 1500 1000 500 NORMAL 
2500 2000 1500 1000 HARD 
2800 2300 1800 1300 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2004 NORMAL 
0 1000 2000 4000 HARD 
i 1000 2000 4000 101% HARD 





ENEMIES PRESENT (ALL DIFFICULTIES) 
Koh-Tumeekey х2 


As you approach a large set of stairs, a pair of Koh-Tumeekey [Pre 
will teleport in to give you grief. 


















1:50 2:10 2:30 2:50 VERY EAST 
1:50 2:10 2:30 2:50 EASY 
Time 1:50 2:10 2:30 2:50 NORMAL 
1:50 2:10 2-30 2:50 HARD 
1:50 2:10 2:30 2:50 101% HARD 
0 700 1400 2100 VERY EASY 
0 700 1400 2100 EASY 
Damage Ü 700 1400 2100 NORMAL 
0 700 1400 2100 HARD 
0 700 1400 2100 101% HARD 











ENEMIES PRESENT (ALL DIFFICULTIES) 


Gah-Goojin 


| 
| 
| | 
шї the Koh-Tumeekey out of the way, climb the stairs, rescuing civilians along | 
те way. Tear aside the spike barrier with Unite Whip [5]. | 





After surviving the 
Wonder-Jump sequence, 
you must run along a 
narrow path while the 
Gah-Goojin jumps high 
| into the air. Every time 
te the top of the stairs, more drama breaks out among the Wonderful 100, until it lands, it causes a lava 
3 nearby Gah-Goojin takes offense to their existence and destroys the part of | wave to wash over the whole path, which can only be avoided by climbing 
Se temple they are standing on. Wonder-Jump to survive! | atop one of the large pillars on the side of the path. The path contains 
several civilians and clusters of Wonderful Batteries to collect. 
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In your haste to escape the Gah-Goojin, don't miss the Platinum 
Coin atop one of the pillars. 


Eventually, you reach a platform with three large spike panels 
on them. You must trick the Gah-Goojin into jumping onto one 
of the panels by standing on them. They slowly depress into 
the ground, and if they get low enough, they trigger the spikes. 
Don't just stand on them and wait for the Gah-Goojin for the 
full duration of its jump; you'll end up taking damage from the 
spikes. You can generally track how close it is to landing based 
on the shadow it casts. On higher difficulties, the jumps last for 
significantly less time, so be prepared to move out of the way 
sooner. 





А secret mission and another new recruit will appear at this location in the 
aftermath of Mission 7. Don't forget to return here! 


216 













a "ud E БТ “ЗЕ ew 


After forcing the Gah-Goojin to spike itself into submission, a pillar falls ame 
ates a new walkway to the next area, The way to the Super Reactor is asi 


the жай to the left of the fallen pillar, but a fire trap prevents all attempts se 
Сить it [6]. Near this wall is a group of civilians panicking near Мопдег- Вай 


* а 
(mu 
ғы 


1 





The solution to scaling the wall requires you to carry this blue sphere 
deeper into the volcano to reach the proper pedestal. After picking ий 
sphere with a Wonder-Liner, hammer the pedestal to find another Platis 
Coin. 


E = MISSION 6 
MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD SILVER BRONZE 
2:10 2:50 VERY EASY 
2:10 2:50 EASY 
2:10 2:50 NORMAL 
2:10 2:50 HARD 
2:10 2:50 10175 HARD 
200 300 VERY EASY 
500 400 300 EASY 
500 400 300 NORMAL 
800 700 500 HARD 
ЕЕ + = 1000 900 800 101% HARD 
The path forward is a dead end for the moment. The valve needed to create | 500 1000 2000 VERY EASY 
me bridge to the next area is missing. Fortunately, a gaggle of Dough-Goo and | 300 | 1000 000 | EASY 
3 Chew Dough-Goo show up with the valve you need. This is an unrated battle, XE 1000 ae NORMAL 
so destroy them however you want. Wrap another Wonder-Liner around the 0 um sas ЖС еее HARD 
salve and toss it into place [8]. 
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ENEMIES PRESENT (ALL DIFFICULTIES) 
Surey Doora 


OPERATION 5 


A lone Surey Doora attacks the team a short way beyond the lava 
gauntlet. Don't worry if the sphere breaks here; you only have to 
backtrack a short distance for a new one. 


Ве caretul crossing the gratings that appear after creating the new pathway. 
These contain spikes that appear at different intervals and can force your 
sam to drop the blue sphere and make you backtrack to pick up a new one. 
fou can slow these down with Unite Bomb, but the spikes still hurt if they are 
Sready out. 


-- 


| 


№, 


Тһе next trial here is to head past a series of fire traps similar to those first 
encountered back on Mission 1 of this level. Unite Bomb to slow them down, 








Же vou approach the lava next to the green supply box, you're prompted to | then move on past. Give adeguate time for your teammates carrying the sphere 
row the blue sphere over to the next island. You must then Unite Claw along | tO make it past. However, in your rush, don't neglect the Platinum Coin on the 
he wall, drop onto the island, and throw the sphere once more to the next far wall in between the first and second fire traps. You can either climb up to it 


sathway. or extend a Wonder-Liner. 





` SECRET MISSION 7 | 
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| 30 1 2-30 | NORMAL 

| Тіте 2300 2:30 3:00 3:30 HARD 

| 00 2:30 3:00 3:30 101% HARD 

| 4000 3000 | 2000 1000 NORMAL | 

| Combo 5000 4500 | 4000 3500 | HARD | 
5000 4500 | 4000 3500 | 101% HARD 

| 0 | 2 3 NORMAL ~ 

Damage 0 1 2 3 HARD 
| i | 2 3 101% HARD | 


| ENEMIES PRESENT (NORMAL) 
| Wave 1: Mini-Dahkarts x6, Dahkarts x3 
| 

| Wave 2: Mini-Dahkarts x6 


| ENEMIES PRESENT (HARD- 10 195 HARD) 
| Wave 1: Mini-Dahkarts x8, Vaaiki 


Wave 2: Mini-Dahkarts x8 


| REWARDS FOR COMPLETION 
— — | мт Cu SS Normal Mode: Figure No. 66 Wonder-Voodoo 
ا‎ = am ait | | Hard Mode: Figure No. 85 Wonder-Padiock 


SS — “1 .- Eu p eH CIC e MER s o mum Д | 
Once you get past the firetraps, you're very close to the temple. Throw the 101% Mode: Fiaure No. 109 Wonder-Daddy 


sphere into place before the temple to recruit the living statue; this will help you 
get past the wall at the start of this section. Don't forget to recruit Wonder- | 
Voodoo, standing atop the small tempie. 


















[9] Locate the portal to Kahkoo-regah by lighting the four torches surrounding | 
the sphere's resting place. | 


-- 
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This is an interesting challenge. Limited only to ten heroes 
and the Unite Hammer attack, you must defeat an intimidating 
swarm of Dahkarts and Mini-Dahkarts. The Mini-Dahkarts are 
easy enough to squash; it's the big guys that can be a problem. 
Fortunately, hidden around the battlefield are hidden weapons 
that can put the hurt on the enemy very quickly. There is a reason 
why we suggest picking up the Treasure Sensor from the shop— 
twill help you pinpoint hammer locations much quicker, and it's 
а big help. The Dahkarts can also drop their tails upon dying, 
which can be a big help at engaging the enemy. 


For all difficulty settings, consider using Hero Sense for this 
mission. You don't have much to work with in the way of Unite 
Morphs, so you can use all that spare Unite Gauge in exchange 
tor making it very easy to not get hit. 


HARD AND 101% HARD MODE 


E Su 
| ee а 
Өне = 
КҮЛІ 
оша 


м 


LEER DR CTE 


The additional Mini-Dahkarts should not present more of a 
problem than usual. Replacing the three Dahkarts with a Vaaiki 
5 not as terrible as it might sound on paper. It is limited to its 
small form throughout this fight, and much of its arsenal can be 
easily evaded. The laser it fires is slightly problematic, as you've 
got nothing to reflect it with, but you can still wallop it pretty hard 
with good positioning, baiting out attacks to avoid and smacking 
и with the hammer while it recovers from a strike. 


Of course, the hidden items still remain on the field. If you 
can find a Dahkarts tail or Ankho sword, you can speed this fight 
up tremendously. 


As you leave the temple with your living statue buddy temporarily in tow, the 
Gah-Goojin shows up once more with a friendly reminder to die at your earliest 
convenience, forcing the timely intervention of Unite Sword. It's not enough to 
dissuade the giant, but the arrival of Immorta and her ship spares the team 
a bath in lava. After the cutscene, you'll have to climb your way back to where 
you need to be [6]. 


| ӰҮҤ-А е аны... ee | 


Throughout this climb, you'll face off against Dough-Goo and Mini-Dahkarts. 
These are unrated battles, so you can rush past them if you want. Before you 
climb up the wall to head toward the level exit, you must go back to where 
Mission 5 ended to take on Secret Mission 8 and recruit Wonder-Lunch! 


OPERATION 5 








MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 
























1:30 1:50 2:10 2:30 VERY EASY 
1:30 1:50 2:10 2:30 EASY 
Time 1:30 1:50 2:10 2:30 NORMAL 
1:40 2:00 2:20 2:40 HARD 
| 1:40 2:00 2:20 2:40 101% HARD 
2000 1500 1000 500 VERY EAST 
3000 2000 1000 500 EASY 
Combo 4000 3000 2000 1000 NORMAL 
5000 4000 3000 2000 HARD 
6000 5000 4000 3000 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage Ü 500 1000 2000 NORMAL 
Ü 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 





ENEMIES PRESENT (ALL DIFFICULTIES) 
Diedough-Goo x5 


[m 


mu 


4 d a Wonder-Liner into the slot for the living sem 
| 00382 3743' 


the flames and allows you to finally scale the жай 


MISSION $ 





ELEMENT PLATINUM GOLD SILVER BRONZE 
4:00 4:20 4:40 500 VERY EAST 


400 420 | 440 5:00 | EASY 
Time 4420 420 | 440 5:00 | NORMAL 
420 4:20 4:40 OL HARD 
4:0 4:20 | 440 5:00 | 101% HA 
2000 1500 1000 500 VERY EAST 
3000 2000 | 1000 500 EASY 
Combo 400 3000 | 2000 1000 NORMAL 
i 5000 4000. 3000 2000 НАВО 
ЖЕТЕК ЖЕТ) de s m Lo S | E000 | 5000 | 4000 | 3000 101% HANE 
aon. es. s a 8 | 500 | 1000 | 2000 | VERY EASE 
ек” С | ! 500 | 1000 | 2000 | EASY 
Damage 500 | 1000 2000 NORMAL 


1000 | 2000 4000 | HARD | 
1000 | 2000 4000 101% HANE 
ENEMIES PRESENT (ALL DIFFICULTIES) 


Tumeekey 





At first glance, this is an extremely scary fight. Fortunately. 
Unite Bomb can go a long ways toward making this far more 
manageable. Consider Unite Camping before the fight begins so 
you can start with the largest Unite Morphs right away. Set а 
Unite Bomb in the middle of the pack to slow them all down, then 
switch to Unite Hand or Whip. Hand hits harder, especially when 


СЕАТНЗЕВК ENCOUNTER: TUMEEK 


| 

| 

| E — Ж ; B EE As with thes 
bal smaller 

| 


cousins, а 


| 
absorbing fire from the Diedough-Goo flamethrowers, but Unite | cem 
Whip can hit multiple targets easily just like Unite Sword, and hit | | capable of 
them harder. It comes down to preference, really. Тһе other major | reproducing 
part of success here are Custom Blocks. As soon as you get close об 
to the Diedough-Goo, you'll be under constant attack, so Hero Wonderful 
Sense may not be so efficient, but you'll be able to trigger Hero | 100's powerful Unite Morph attacks, and they maintain their 


Time often. Combined with Unite Bomb, you can pile on tons of | Meere TT PITT TUTTI TE 
damage before they can react. 


constitute a full Tumeekey is a hint and warning of the sheer 
power possessed by these constructs. 
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This fight is similar to fighting a Koh-Tumeekey. The big guy does 
everything the little ones do, but bigger and far more powerful. 
2s size makes longer ranged melee morphs such as the Sword 
апа the Whip particularly dangerous due to the sheer range 
advantage they enjoy Tumeekeys also have a lot more health 
than their smaller counterparts, and this is especially noticeable 
оп Hard and 101% Hard. 


Ideally, stun the Tumeekey with Team Attacks as often as 
possible, but it can be hard to get your people to stick to it. Stuns 
zwe you the best chance to shatter a Tumeekey and start really 
tearing through its massive health pool. 





The mission doesn't end with the Tumeek's demise. Keep rushing 
forward. The walkway you're on will start to collapse into the lava, 
and it is an embarrassing way to end a no-damage run on this 
mission if you become lax. Once at the door, the mission comes 
to an end. 


























тир к 





After the mission score is posted, you must open the final door with Unite 
смога to reach the end of the level. 


OPERATION 5 











WALKTHROUGH 








OPERATION 005-С 


The Gah-Goojin persists in its efforts to reach the Super Reactor, but the 
Wonderful 100 stand firm in defense of the statue. However, it becomes 






apparent that another GEATHIERK officer is in command of this operation, ELEMENT PLATINUM GOLD SILVER BRONZE ; 
and he is willing to take steps that will ensure he personally puts an end to the 0900 12:00 | 14:00 1600 VERY EASY 





stubborn warriors of Earth. 100 12:00 | 14:00 | 16:00 | EASY 
Time 10-00 12:00 | 14:00 | 16:00 | NORMAL 
| 10-00 12:00 | 14:00 16:00 HARD - 
PHASE ONE | С Т 00 1200 | 1400 | 1600 101% HARD. 
25000 24000 20000. 16000 | VERYEASY | 
28000 26000 | 22000 18000 | EASY 













Combo 30000 | 28000 | 24000 | 20000 | NORMAL 
32000 | 30000 | 26000 22000 | HARD — 
34000 | 32000 28000 24000 101% HARD 





1000 2000 4000 VERY EASY 
1000 2000 4000 EASY 





| 

| | 

| 

| 

CJI I O O iG CO 






1000 200 4000 | NORMAL || 
2000 | 4000 | 8000 | HARO | 

2000 | 400 8000 |101% HARD | 

ENEMIES PRESENT (ALL DIFFICULTIES) | 

Gah-Goojin, Chew Dough-Goo, Dough-Goo, | 






Hah-Gonay, Megang, Cough-Foon, 
Tumeekey, Wallgah-Goojin, Walltha 






With the Gah-Goojin making a move to destroy the Super Reactor, Wonder-White 
steps up to the challenge with Unite Claw. Succeed at this event to knock the 
Gah-Goojin into the lava, thus saving the day Shortest boss battle ever! 









Fortunately you have fought this boss battle once before 
Gah-Goojin does many of the same moves as the one you fog 
Operation 002-C, and you can defend against them іп the same 
It's easier to list what Gah-Goojin will not do in this fight: the wires 
rocket punch is out, and Gah-Goojin will not try to fly onto the = З 
Oh. Unlimited Form it is, then! step on you or fire his laser cannon. Since this one also has hol 
original arms, you don't have to worry about Cough-Foon laser g 
or special ship-rocket punches, either. Lastly, Gah-Goojin will my aaa 
debris onto you, which you can reflect back at it, but it will а 
debris that requires you to shoot it with Unite Gun. 























You must work quickly while fighting Gah-Gooiin, as йе. 
hurt the statue, and enough damage will force you to use а Gam 
Unlike the previous time you faced him, there is no way to rese 
damage being done here. Too much damage, and you fail thee 
Keep an eye on that statue life gauge іп the screen's lower righe 
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ТЕЙ Du ڪڪڪڪ و‎ sg | : | 
Another way to instantly fail the battle is to let Gah-Goojin tip the statue over 


шы! 






о the lava. This is pretty easy to see coming and to stop. If Gah-Goojin 
аһ on to the base of the statue, hit that arm as hard as you can to get 
him to let go. 











And yet Gah-Goojin hangs in there, quite literally and throws a massive boulder 


mouth and dive right in. 





és the battle progresses, the statue and Gah-Goojin will be floating down а 
massive lava river that occasionally goes over a lavafall. This has the side effect 

б interrupting whatever Gah-Goojin is doing. Luck plays a significant role in 
now well this battle can go for you. 





The team arrives inside Gah-Goojin's control room, much to the surprise of the 


Chew Dough-Goo and the Dough-Goo manning the mech. Eliminate them to 
take control of the Gah-Goojin for yourself. 


PHASE TWO 
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lien you finally drain the Gah-Goojin's health, it tries for one last desperation 
mack, charging up its main qun. Counter it with Unite Gun, aim for the center 
2 the rapidly expanding light, and don't let up on the trigger until Gah-Goojin 


5 down. 


The next section has you marching through the lava in control of the 


RBA 


Gah-Goojin, looking for a way ош of Mt. Ogretoe. This section acts like a sort 
of tutorial for what is to come. Memorize the buttons you're introduced to here, 
as victory will demand it. 
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al the statue. Intercept with Unite Bomb, then Wonder-Jump from rock to r 
: pt ү me :n Wonde lu p from rock to ok aE 
until you land on the Gah-Goojin's arm. Switch to Unite Claw to pry open its 
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First you'll be attacked by swarms of Hah-Gonay. Punch them out of the sky 
On Hard and 101% Hard mode, this will take two punches. This is teaching 
you about the correct rhythm to fire off alternating left and right combos 
without pausing between punches. You can also hold up on the Left Stick while 
punching, which will reach toward higher targets. 


With the Tumeekey no longer a threat, something massive rises up out og 


=F 








Eventually, Megang start popping up from the lava. You could punch them to 
death, but it's mare effective to stand in front of them and guard against their 
charges, which will destroy them taster. 


Brother of Laambo, Walltha exhibits many of the same traits: аг 

obsession with leading the charge to destroy all humanity, takine 
pleasure in the suffering he causes and showing a willingness t 

what it takes to win. He shows no sentimentality over the заст 

made by his fellow soldiers to bring СЕАТНЈЕКК this far. To Wall 
even their deaths are just another way to get what it wants: tote 
victory. 





| 
„e ج‎ 


е. 











Cough-Foons will try to blast you with their main guns. Leap over the lasers, 


and then punch them when they get close enough. This usually happens after GEATHJERK ENCOUNTER: WALLGAH-GOOJIN 


they fire two shots. 


Completely dwarfing even the Gah-Goojin, the Wallgah-Goojin 

Walltha's personal command mecha. Despite its enormous size 
it is built for speed and for melee combat. Comparing raw pow: 
statistics and size to a Gah-Goojin, this is worse than a misma 





A swarm of Tumeekey will show up close to the end of this firewalk. Blast them 


with the Special Laser when prompted. Note that this attack takes time to fire up. 
It's pure overkill. 


r Gah-Goojin. Standing proudly atop it is another сопа 


i і [x xat - a — i ^» KD Punch 
| Gah-Goojin Operator's Manual | = Мах Platinum 5t arg} 
| құз | 


EB Evade | Fe " О] Find ways to earn Platinum Stars! 


Guard ч қ 
ы Эри Laser 
Em үдеп Слано in full) 


Sway © - 4 J ү" қ ы ғ. © пат Punch 
=: o КО Punch 
Special Laser 


Mhen Gauge іс full) = ғ Р : = о Jump 


WALKTHROUGH 


© Left Punch 


-ongtime Nintendo fans will be instantly familiar with what is about to happen here. This is a boxing match between incredible machines built for this sort of battle, 
and believe it or not, you have a good chance to win. 


OPERATION 5 





Тһе first thing about fighting Wallgah-Goojin is to pay attention to his face. However, it's not just the face that provides the tells. Wallgah-Goojin's body will 
Specifically the eyes. If the eyes flash, you will see a left or right hook. also sway in particular ways. If he ducks slightly to one side or the other, he 
will use uppercuts. 


* an eyebrow twitches, expect straight jabs from that side. З << 
Wallgah-Goojin will also use kicks, telegraphed by spinning away from you. 


lump over these kicks! He will also fall back and pick up boulders to throw at 
you. These can be blocked, but if you punch them out of the air. you can get 
health restoration items. 


20 NOT punch at random. Wallgah-Goojin can guard all day without consequence. Let him strike, then begin the counterattack. Ideally, you can cross-counter every one of his 
punches by punching him in the stomach (Left Stick is at neutral + left or right punch) or in the face (hold Up on Left Stick + left or right punch) at the precise moment before 
“5 punches land, If he throws a right, you throw a right. Timed correctly, this can score you a Platinum Star, and three of these will allow you to.use a KO Punch. However, hold 
an to that punch unless Wallgah-Goojin is dizzied, and the same goes with the Special Laser. Use these when he's able to counter. and he will flatten you. 


hn E n 


scoring enough counterpunches in succession can dizzy him quickly However, if you're not confident about countérpunching (the timing is tight), you can always dodge 
ane of his blows, then strike afterward. 
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lf Wallgah-Goojin manages to hit you in succession, there's a chance that you 
will be dizzied as well. Rapidly tap the Left Stick back and forth to recover 
before he really lets you have it. 





Either through cross-counters or counterpunching after Wallgah-Goojin misses 
an attack, you can temporarily stun him, allowing you to score a flurry of 
punches so long as you properly time your hits between left and right punches. 
Wallgah-Goojin will eventually recover from these moments. Sometimes, rather 
than just a temporary stun, Wallgah-Goojin will be completely dizzied, which is 
an opening for your KO Punch or Special Laser. 


The last thing Wallgah-Goojin has up his sleeve is to fly up in the air and display 
a combination that he is about to perform. ІІ can be a short combo or a lengthy 
series of alternating straights, nooks, and kicks. Pay attention, because when 
he flies back down, he's going to do everything he shows you. 
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ИБ қазу possible to cross-counter every attack in these combinations: 
it Б аба totally awesome, and as a bonus just absolutely devastates his le 
meter. 


Wallgah-Goojin has an incredible number of attacks. You can block то ЖШ 
punches and kicks, but you can't stop his beam cannon breath, head 
drill punches. Thankfully, you will be able to see these coming and сап 
or sway out of their way. 


2589 


Dodging the drill punch is especially vital, as it can leave Най 
disoriented, and if you've got a KO Punch ready to go, this is the 
opportunity to use it. Just make sure you actually see the stars spi | 
his head before you try it. The KO Punch does heavy damage, fils = 8 
chunk of your Special Laser meter, and immediately knocks Wallgah-$ 
the lava mat. You can also use the Special Laser if it is ready. 





Ser sustaining enough of a 
seating, Wallgah-Goojin will 
eventually get knocked down 
тот your regular punches 
zs wel. In the event of a 
inockdown, you can mash the 


= 
= 
= 


uiton rapidly to build up a 


ЖЯ 





charge for your Special Laser. 
However, if you are knocked ص س‎ 02 а. 
set yourself, you are knocked out of the Gah-Goojin. You must gather up your 
жат and climb back aboard before the ten count passes! During those moments, 
Ве will start charging up his own Special Laser. If you recover fast enough, you 
сал score a fiurry on him while he's in the middle of charging, or even a KO Punch. The latter is quite risky, though. 
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Be wary if Walltha turns red, especially on higher difficulty settings. It's a small 
space to fight in, and his spin slash, while enraged, can be utterly devastating. 
Hero Sense and Hero Time are excellent Custom Blocks to switch on for this  oPcRinon 
part of the fight. 





PHASE FOUR ке 








йеп you finally take out all of Wallgah-Goojin's health, he goes for a desperate 


= gambit, setting up another drill punch. In this event, you must successfully 
w | к 

nash the В Button fast enough to set up a final counterattack. You then control 
е 


те Wonderful 100 to board Wallgah-Goojin to face Walltha in personal combat! 


The Virgin Victory swoops 
in to pull your Gah-Goojin 
out of the fire, but Walltha 
apparently refuses to give 
up. Тһе Wallgah-Goojin 
will pursue you out of the 
erupting volcano, throwing boulders at you and attempting drill punches, He'll even fire 
off his laser breath. Dodge these the best you can; this is the homestretch. 








| Г ела fights exactly like his younger brother did, so you will not see anything 
sew, but everything you see will be as dangerous as usual. However, after the 





n 
zg seating his machine has sustained, he hasn't fared very well, starting the fight 
E zmporarily stunned. Refer to the strategies you've used to beat both Laambo — sae il 
= and the Ankho. Nice 2 heirt nain ; КЕНЕТ | imu 

er a heart-pounding minute, Wallgah-Goojin falters, but the Virgin Victory 
- | is about to crash into a dead end. Power up the Gah-Goojin's main guns and 


shoot your way to freedom. Operation 005 is complete! 
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OPERATION ОО6: GOCKEN 
ISLAND—LOST CITY OF KOWRULE 


ОРЕКАТІОМ 006-А 


WALKTHROUGH 
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SILVER BRONZE 

1:30 (50 VERY EASY 
1:20 40 | EASY E 
1:10 1:20 NORMAL 

1:20 1:40 HARD 

1:20 40 — 101% HARD | 
400 200 | VERYEAST | 
600 400 | EASY 

1000 500 NORMAL | 
4000 3000 | HARD 

5000 | 4000 101% HARD 
1000 | 2000 | VERY EASY 
1000 2000 | EASY 

1000 2000 NORMAL 
1000 | 2000 4000 | HARD 
1000 | 2000 4000 
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ENEMIES PRESENT (VERY EASY-NORMAL) 
Kuzzler, You-Hough x3 


ENEMIES PRESENT (НАКО-101% HARD) 
Wave 1: Kuzzler, You-Hough x3 
Wave 2: Diedough-Goo 







The moment you start, circle a Wonder-Liner at the center of the platform to 
reveal some hidden food. Next, note the nearby lit torch [1] and the larae ice 
chunks throughout the area. You can collect the fire with Unite Hand and shoot 
fireballs at (or punch) the ice to free civilians or hidden items. 


umm сы 





You can free Мопдег-ісе Cream from an ice rock close to the start. 





№ you've been completing every Kahkoo-regah mission as ye 
completed the operations, you will have met the Kuzzie 
Operation 004-B. Remember to Team Attack the Kuzzler : 
has its anti-Unite field active in order to stun it and cancel oue 
field, then beat it down. You-Hough also accompany the Кет 
for this battle. On the higher settings, a Diedough-Goo shc 
shortly after you clear the first wave. 
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WALKTHROUGH 


As you follow the path, a section of it is ripped apart by large mechanical 
tentacles. You have to Unite Claw along the wall over the water, which is cold 
enough to be as dangerous as lava. There are also waterfalls that will hurt you 
if you touch them. 


OPERATION 6 


MEDAL REQUIREMENTS 


12] After finishing Mission 1, jump off the left side of the arena to reach a | - 
sidden.area. You can rebuild a treasure chamber with the Wonder-Liner ога | ELEMENT PLATINUM GOLD SILVER BRONZE 


Platinum Coin, while the nearby Wonderful Toilet contains a food item. 0:50 1:00 140 | VERY EASY 
0:50 1:00 1:40 EASY 


0:40 0:50 | 1:20 NORMAL 
0:40 0:50 | 1: 1:20 HARD 
0:40 0:50 1:20 101% HARD 
100 80 | 60 40 VERY EASY 
100 80 60 40 ЕАЅҮ 
130 100 80 | 50 NORMAL 
300 250 | 200 150 HARD 
350 300 | 250 200 101% HARD 
0 | 200 | 400 500 VERY EASY 
| 200 | 400 600 | EASY _ 
Damage 0 200 400 600 NORMAL 
400 | 800 1200 | HARD 
400 600 800 1015 HARD 





= ENEMIES PRESENT (ALL DIFFICULTIES) 
та ЛЗ ВР 0 E. Dough-Goo x 6 


қаға 1 Тү Y М 


You сап actually miss 
out on completing this 
mission. After passing the 
ice waterfalls, a squad of 
Dough-Goo teleport onto 
the wall, starting the mission. Eliminate them all as quickly as you can 
before you jump down to a nearby ledge; otherwise they disappear and will 
not come back, causing you to miss out on a mission completion bonus. 


3] After bridging across the gap from the Mission 1 arena to press onward, 
you can jump on top of a small ledge to rescue civilians and open a pink supply 
bax containing a second Platinum Coin. Next, Unite Whip across the nearby 
-hasm using a pair of hooks to reach another pathway. Near a Gatcha is а 
-rowd of civilians, among whom is Wonder-Rabbit. Next, look back at the pillar 
holding up the second hook. If you send a Wonder-Liner around it, you can 
-escue the hero Wonder-Ghost, as he hovers at the top of the pillar. Lastly, 
twisting open the Gatcha will recruit Wonder-Dancer onto the team. 
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|4| After finishing Mission 2, drop down 
to a ledge near a small island with a 
treasure chamber on it, and destroy E № 
it for GEATHJERK File No. 25. Unite | Ж 
Hammer the spot it once occupied for 
Wonderful Figure Mo. 60. After this, | 
keep climbing along the wall, taking care to avoid the waterfalls until you reach а safe растау 













EE PLATINUM GOLD SILVER BRONZE 















1-50 240 | 250 2:50 

5) 210 | 2:30 2:50 

Time 1:40 2:00 | 220 2:40 
1:40 2:00 | 2:0 2:40 

40 2:00 | 220 2:40 

1500 i200 | 800 500 

2000 1500 | 1000 500 

Combo 3000 2500 | 2000 1000 
4000 3000 2000 1000 

5000 A000 3000 2000 

1 500 | 1000 2000 

0 500 | 1000 | 2000 

Damage 0 500 1000 2000 
0 1000 | 2000 4000 






1000 | 2000 4000 





ENEMIES PRESENT (ALL DIFFICULTIES) 
Koh-Tumeekey x2 






А pair of Koh-Tumeekeys strike shortly after arriving at the = 
of the path. Along with the usual challenges these guys pre 
you have to also contend with the falling stalactites. № 
Hammer can block these hazards, while also doing good da 


to the enemy. 














MEDAL REQUIREMENTS 
| ELEMENT PLATINUM GOLD SILVER BRONZE _ 










1:00 1:10 | 1:30 200 | 
0:55 1:05 | 1:35 200 | EASY 
Time 0:50 1:00 1:30 200 NORMAL 
0:43 0:58 1:20 1:40 HARD 
0:45 0:55 | 1:20 1:40 101% НА | 
4 3 2 1 VERY EAST — 
4 3 2 | EASY 
Combo 4 3 e 1 ‚ NORMAL 
4 3 2 1 HARD 
4 3 2 | 101% HARE. 
0 200 | 400 600 МЕКҮ EAST 
0 200 | 400 600 | EASY — 
l Damage 0 200 400 600 NORMAL | 
"E Nc ; 0 200 400 600 НАНО 
Mission 4 is very close by. [5] Walk onto the stone Ше with а red gem on it to 0 200 400 EON 101% HARD 





trigger the mission. 






ENEMIES PRESENT (ALL DIFFICULTIES) 
Diedough-Goo x4 
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This is a rather cool mission. Standing on the red gem drops you 
into a stone cube, the interior of which is prominently displayed 
on your GamePad. The walls all have a color-coded gem that 
corresponds to a gem on the outside of the box. You need to 
strike the gems to move the cube in the direction you want. At 
rst, it's a simple trip forward. For this section, Unite Gun or Unite 
Hand are good selections. 


E tlU -u ~pt LPS 
Sa aaa e A ne Уау 


a ee 56. 


However, parts of the pathway collapse, leaving you a route that 
is in places exactly one cube width in size, so you'll have to turn 
to face the correct gem to ensure you make the turns correctly 
and avoid falling in the ice water. 


After the harrowing navigation across the thin path, you reach an 
unbroken section of the walkway. Four Diedough-Goo teleport in 
your way to try and stop you. However, the narrow section you 
just made it past has lined them up perfectly for you to crush 
with the cube. Run them down, then make for the slot near the ice 
waterfall to deposit the cube and complete the mission. 


Once you've parked your cube, fall back a short distance to where the 
Diedough-Gao spawned [6]. You can trace a Wonder-Liner along a pattern 
on the ground to reveal a Hero Heart Fragment. Then, to the left of where 
you exited the cube, there is a statue with an open mouth you can send a 
Wonder-Liner into for a Platinum Coin. Another Platinum Coin can be found 
inside a nearby Wondertul Toilet. 


Next to the Wonderful Toilet is a ramp filled with flowing water. With the Unite 
Hammer out, climb onto the ramp and walk against the current to reach a 
yellow supply box. Behind that box is a hammer spot containing GEATHIERK 
File No. 26. 


WALKTHROUGH 
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A short distance from the water ramp is an air hole you can roll into with Unite Ball [7] 


You have to exit Unite Ball and air jump onto the ledge, then follow it 


139711 
[TIR [116 


This mission starts up with a swarm of small crablike creatures 
rushing toward you. These are hardly much of a threat to your 
team, even on high difficulty settings. Squash them with a 
full-sized Unite Hammer, or take them down from a safer distance 
with Unite Sword. However, something quickly objects to your 
treatment of its children. 


_СЕАТНЗЕВК Encounter: DEAH-KANI 





| Titanic space 


crabs that have 
little in the 
way of natural 
predators, 

the Deah-Kani 


a| towers over 


most things 
that dare to 


hunt it. Used by the GEATHIERK to help suppress hostile ground 
forces, the Deah-Kani uses a variety of naturally evolved weapons 
at its disposal to swat aside anything that could even consider 


threatening it or its children. 
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MEDAL REQUIREMENTS 
| ELEMENT PLATIN TE GOLD 
30 3:50 

3:00 3:20 

Титке 2:00 2:20 
200 | 2:20 

230 2:20 

4000 3000 

5000 4000 

Combo 6000 5000 
8000 7000 

10000 9000 

0 500 

0 500 

Damage 0 500 
0) 1000 

0 1000 


Deah-Kani 


Ihe air Gow will Shoot you up near а ledge suspended high above the gp 
каск apply Sax Inside it is Wonderful Figure No. 23. 


SILVER BRONZE 


4:10 4:40 
340 400 
2:40 300 
2:40 3:00 
2:40 2:00 
2000 1000 
3000 2000 
4000 3000 
6000 5000 


8000 | 7000 
1000 | 2000 
1000 | 2000 
1000 | 2000 
2000 | 4000 
2000 | 4000 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Deah-Kani have extremely thick armor. There is no way to e= 
cut through it when you first confront these giant hostile cam 
You can jump onto their backs, but the massive pincers will te» 
flatten you should you jump on while it isn't stunned. 


MISSION 2 


` NORMAL 


` 101% НАВЕ 






















VERY EASY 
а 
NORMAL 
HARD 
101% HARB 
VERY EASY 
EASY 


HARD 


VERY EAST 
EASY — 
NORMAL 
HARD 

101% HARD 
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Fighting the Deah-Kani from the ground isn't much safer, particularly from the front. The pincers will still try to crush you (though for 
certain pincer attacks, Wonder-White will call for attention and he is able to counter them). Additionally, the Deah-Kani will crouch lower 
to the ground and spit acid blobs or fire a laser that can be reflected with Unite Sword. It can also spit a bubble that traps victims caught 
with it, keeping them temporarily away from the rest of your team. 
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While the Deah-Kani is stunned, it is safe to jump onto its back. 
You must then pry open the armor there to expose its core, and 
attack it for as long as the crab is stunned. You likely won't be 
able to finish it off in one round on the Normal, Hard, and 101% 
Hard settings, as the Deah-Kani will start to recover. As a rule, if 
you see the stars over its head vanish, run. The armor will slam 
back shut and harm anyone close to it. It will then grow back its 
severed limbs, and the cycle starts anew and keeps repeating 
until you finally destroy it. 


What you need to do here is force the Deah-Kani to stand. 
Repeated attacks on its face and legs will eventually make this 
happen, and you'll have to contend with foot stomps and full-body 
slams. However, with it standing up, you can cut off three of its 
legs, causing the Deah-Kani to collapse to the ground, stunned. 


Throughout this fight, Deah-Kani will constantly be spawning baby 
versions of itself to keep up the pressure. For the most part, you 
can easily brush them aside while you're fighting the beast. 









On the right side of the Deah-Kani arena [8], you can extend а Wonder-Liner across a chasm to reach a small mesa, where you recruit Wonder-Pixie. Next ts 
ш, 


Wonder-Pixie is a small treasure chamber that you can rebuild to receive Wonderful Statue No. 24. Next, extend a Wonder-Liner to the southwest to locate = 
portal to Kahkoo-regah. 
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NORMAL 











Time ё 2:40 2:50 3:00 HARD 
2:3 2:40 | 250 100 101% HARD 
000 2500 2000 1000 | NORMAL 
Combo 1500 1300 | 1000 800 | HARD 
1500 1300 | 1000 200 101% HARD 
( 1 ? 3 NORMAL 
Damage D 1 2 3 HARD 
0 | 2 3 101% HARD | 








ENEMIES PRESENT (NORMAL) 
Doora, You-Hough x6 






ENEMIES PRESENT (HARD-101% HARD) 
Surey Doora x3, You-Hough x6 








REWARDS FOR COMPLETION 
Normal Mode: Figure No. 69 Wonder-Treasure 
Hard Mode: Figure No. 55 Wonder-Plane 
101% Mode: Figure No. 103 Immorta 












Fairly basic stuff at this point. Stay mobile so you don't get surprised by the You-Houghs attacks, and go right after the Doora 
Consider opening the fight with a large Unite Bomb to soften the enemies up before you tear into them. If the You-Hough are a nuise 
use Team Attacks to bring them down to the ground before you finish them off. 


HARD AND 101% HARD MODE 
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Тһе lone Doora is replaced Бу three Surey Dooras on these difficulty settings. This is not an easy fight to manage, even with liberal de 
of Unite Bombs. With this many Surey Dooras, you can't allow yourself to get pinned down, and their speed means you can't relian 
trap them all with Unite Bombs. Expect to dodge a lot of throwing stars early in the fight. Hero Time, along with skilled use of 1 
Spring, are vital tools to have at your disposal. Remember that Surey Dooras can parry and disrupt your Unite Morph attacks, so Ё № 
attack them outside of Unite Bomb or Hero Time effects, there's a chance that they can scatter your team, which will only further “ә 
your attempt at this fight. 






























The best advice here is to simply not get greedy. Outside of 
any time-dilation effects at your disposal, you are at a severe 
disadvantage against three Surey Dooras. and thats further 
compounded on 10196 Hard, where you don't get any slowdown 
while drawing attacks with the Wonder-Liner. If a pair of Surey 
Dooras are in close proximity while slowed down, pick one and 
сие on it. If it dies, don't immediately start attacking the next 
target unless you're in a position to slow or stun it, as they can 
turn around and hit you іп a split second. 


Team Attacks can be quite useful during this battle when 
combined with Unite Bomb, but keep in mind when setting up à 
stun for a juggle combo that Surey Doora have ranged attacks 
and are very adept at clipping you out of the air mid-combo with 
a throwing star. 
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19] Leaving behind the crab battle arena, you'll pass by a machine that is 
missing the gear required to get it operational. You'll be back for it later. 














[10] Before Mission 7 begins, you can retrieve GEATHJERK File No. 40 апа 
the fifth Platinum Coin with a single Unite Hammer swing. Make a 100-man 
Unite Hammer and hit the center of this area. You'll pop the file out of the 
ground and destroy the nearby statue containing the coin. 
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MEDAL REQUIREMENTS 





ELEMENT PLATINUM GOLD SILVER BRONZE ! 
1:50 240 | 230 2.50 | VERY EASY 
1:40 200 220 240 | EASY 
Time 1:40 2:00 2:20 2:40 NORMAL 
1:40 2:00 2:20 2:40 HARD 
1:40 200 2:20 2:40 101% HARD 
1500 1200 | 800 500 VERY EASY 
2000 1500 | 1000 500 EASY 
Combo 300 2500 | 2000 1000 | NORMAL 
4000 3000 | 2000 1000 НАК 
5000 4000 3000 2000 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 | 2000 4000 | HARD 
0 1000 | 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Orgon 


Wave 2: Orgon 







me APG GUT 


WALKTHROUGH 


























I» 
| 
| | 
| 
| | 









к 


"rr 


—— 
BE NL adds 


~ 


p 
= 
Е - 


152! —ÓáÀ—À] 2 


n 


M4 —— 


Geo 
т oh 
Lam 


жі 6 











This should be an easy battle, particularly after the Kahkoo-regah 
portal. The Orgon here come at you one at a time, so you will not 
have any interference when it comes to setting up juggle combos 
on them. 


After clearing Mission 7, return to the site of Mission 5's crab battle 
for Secret Mission 3. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 
` 2:00 220 | 2:50 3:20 VERY EASY 
2:00 2:20 250 3:20 ЕАЅҮ 
Time 1:50 2:10 2:40 3:10 NORMAL 
| 2:20 240 3:00 340 | HARD 
| 2:20 240 3:00 3:40 10195 HARD 
3500 3000 | 2500 2000 | VERY EASY 
5000 4000 | 3000 | 2000 | EASY 
Combo 5000 5000 т 3000 | NORMAL 
7000 6000 | 500 2000 НАК 
8000 7000 m 5000 101% HARD 
0 500 1000 2000 | VERY EASY 
Ü 500 | 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 | 2000 4000 | HARD 
0 1000 | 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Tumeekey 
Wave 2: Chew Dough-Goo 
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The hardest part about this mission isn't just the fact that it opens 
up with a Tumeek; it's that the time requirement is brutally strict 
if you're aiming for Platinum. If you can't put this guy away within 
a minute and a half, you're already off track for the Platinum. 


Then there's the Chew Dough-Goo, which isn't necessarily a 
threat except that it stalls for time with its dodge-rolls. This is why 
it's so important to tear up the Tumeekey as quickly as possible; 
you have to account for these dodge shenanigans taking precious 
time off the clock. Once the Chew Dough-Goo goes down, the 
mission is over. To make things even faster, make the kill with 
Unite Sword so it splits in half and explodes right away. 
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SECRET MISSION 8 | 
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he Chew Dough-Goo carried the gear you need to place on the machine 
[3]. Twisting it opens a small door leading to a chamber that is displayeg 
your GamePad. You can collect a substantial number of O-Parts here | 
antiy, you can recruit Wonder-Treasure to the team, 
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Continuing forward from the Mission 7 area, you'll come across a red Sam 
box containing Wonderful Figure No. 71. 





MEDAL REQUIREMENTS 





SILVER BRONZE 
1:00 1:03 06 1:09 VERY EASY 
0:55 0:58 1:01 1:04 EASY 
Time 0:50 0:53 0:56 0:59 NORMAL 
0:45 0:48 0:51 0:54 HARD 
(40 0:43 0:46 0:49 101% HARD 
200 150 100 50 VERY EASY 
200 150 100 50 EASY 
Combo 400 300 200 100 NORMAL 
400 300 200 100 HARD 
500 400 300 200 101% HARD 
0 300 600 900 VERY EASY 
0 300 600 900 EASY 
Damage 0 200 400 600 NORMAL 
0 200 400 500 HARD 
0 200 400 600 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Ohdarko 








Oh look, it's Vijounne! She's still a horrible monster lady who 
wants to kill you. Armed with a new Ohdarko, she starts chasing 
you down a narrow path that is flanked by lethal ice water. You 
must stay ahead of her as she's causing the water to surge 
up behind you. If the water reaches you, you have to retry the 
section. 








ORdarko will occasionally plant a tentacle in your path. Waste no 
time removing them with Unite Sword or Unite Hand. 





— = 


After the first tentacle [11], watch for civilians on a small platform 
to the right of the main path [12]. This group has Wonder- 
Dynamite hiding among them. 


Another tentacle will eventually try to block your path. Afterward 


you will come across a series of spike traps [13]. Use Unite 
Bomb to slow them down. Another option is to have Hero Sense 
equipped, which will slow the action down and let you get to 
safety. but this is a bit riskier. 


WALKTHROUGH 
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After surviving the spike trap gauntlet, you find а large statue 
that you must jump down to reach another pathway. Be careful 
during this leap—it's easy to misjudge and fall into the ice water 
Once you land on the path, one final tentacle sprouts up, standing 
between you and the exit. 








Consumed by rage, Wonder-Blue rushes ahead of the group to comemos 
fijounne's Ohdarko by himself, but this proves to be a trap. Commander №888 
rders the rest of the team to move on to the Super Reactor, while he onde 
lice to plot a course into the sea to retrieve Blue and chase down Vijounges 
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OPERATION 6 
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OPERATION 006-В 
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4 
| 10 20 1:40 2:00 EASY 
| Тіте 1:10 1:20 1:40 2:00 ^| NORMAL 
| 2 1:30 | 140 200 HARD 
| 2 30 1:40 2:00 101% HARD 
| 400 350 300 250 VERY EASY 
| 45 400 | 350 300 | EASY 
Combo 500 450 | 400 350 | NORMAL 
| DOO 800 500 400 HARD 
| 500 1000 | 800 600 1019 HARD 
| 0 200 400 600 VERY EASY 
| 0 200 400 600 EASY 
| Damage D 200 400 600 NORMAL 
| 0 400 800 |500 НАВО 
| i 800 1500 2000 101% HARD 





| ENEMIES PRESENT (ALL DIFFICULTIES) 
| Wave 1: Dough-Goo x5 
Wave 2: Dough-Goo x5 







Wave 3: Dough-Goo x5, Diedough-Goo 










Wonder-Blue is retrieved by the Virgin Victory, but Viounne's Ohdarko 


manages а Surprise attack and clasps tightly to the vessel. Controlling Blue, 
tend off the swarms of Dough-Goo (or a lone Diedough-Goo on Hard and 
101% Hard), until Commander Nelson takes the story back in time, back to the 
climax of Earth Defense War 2. 


Аз soon as you gain control of Wonder-Red (Emeritus), de 
forward until five Dough-Goo teleport in front of you. Puma 
m them with Wonder-Red's drill attack. Unlike the mode 
) | Wonder-Red, the one in this era used Unite Drill. Hold the dm = 
| | place by rapidly tapping the A button, but for now concents 

| on quick combo hits. [1] Behind these troops, you can dive m 
| | an alcove on the left side of the corridor for extra O-Parts. 
| | be careful to avoid flames on the ground; running into f 





damages you and will cost you a Platinum rank for the missos 





| 


Tearing through the skies in pursuit of justice, Wonder-Red (Emeritus) dives 
into the fray to protect the Earth's last hope. 


n ва, a = - "кү 
Prima Official Game Guide зе  primagames.con 


1 


WALKTHROUGH 


OPERATION 6 





Running a short distance forward from the first skirmish, another Once you're in the control room of the aircraft, a traumatic event experienced 
five Dough-Goo teleport in to try their luck [2]. As with the 


previous battle, there is an alcove with more O-Parts. 


by a young Wil! Wedgewood plays out in its entirety Wonder-Red stands 
between the frightened child and the rampaging Laambo, the fate of the world 
riding on this battle. 








Another short jog forward is interrupted by a third squad of 
Dough-Goo, joined by a Diedough-Goo. In your haste to fight | 
through them, don't ignore the Platinum Coin that is inside | 
another alcove, partly obscured by fire and debris. 

Thankfully, the Diedough-Goo in this encounter is not at full 
strength, so he should go down fairly quick. Once the fight ends, | 
quickly run up the stairs at the end of the corridor to complete 
the mission. 
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MISSION 2 






LD SILVER BRONZE = 
400 440 5:10 540 | VERY EASY 











3:50 4:30 5:00 5:30 EASY 
Time 3:40 400 | 420 500 NORMAL 
2:40 300 320 4:00 HARD 
2:40 x00 | 320 400 101% HARD. | 
500 1200 | 800 500 VERY EASY | 
2000 1500 1200 800 | EASY 
Combo 2500 2000 | 1500 1000 | NORMAL 
3000 2500 | 2000 1500 | HARD 
4000 3500 | 3000 2500 101% HARD | 
500 1000 2000 VERY EASY - 
) 500 1000 2000 | EAST 
Damage D 500 | 1000 2000 | NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 






4000 101% HARD | 






ENEMIES PRESENT (ALL DIFFICULTIES) 
Laambo, Dough-Goo 













This is another fight with Laambo. He has no extra 
special tricks hidden up his sleeve. There is a slight 
problem, though: Wonder-Red is alone, and Laambo has 
constant Dough-Goo backup arriving at regular intervals. 
Fortunately you can turn things around by managing to 
score several hits on Laambo. This will cause him to drop 
a GEATH-Remote. Collect it to turn the Dough-Goo to your 
side. 


From here on, the fight should more or less play out 

similar to your first encounters with Laambo and his brother Walltha. The Unite Drill, which you have full access to now, is the only U 

| Morph attack at your disposal, but it should be more than enough. Be aggressive, get the drill in Laambo's face, and try to keep б 
even if he's blocking. The drill hits rapidly, as you might expect, which can break Laambo's Dechno-Bo very quickly. He'll keep drops 

remotes, and you can build up your forces to keep improving your power 


You have the ability to use Unite Guts, Spring, Ball, and Tombstone, so don't forget these moves during the fight. You aisa = 
benefit from any Custom Blocks you have equipped, so consider slapping on Hero Sense and Hero Time to take advantage of 3 
slowdown they provide in tight situations. 


















ATO 


i = 





TU C Ж. $c | 
4 — а — mcd 








After the fight with Laambo, the sadistic alien tries one last time to finish off Wonder-Red (Emeritus). Repel him with Unite Drill and bring this duel to а 
decisive end! 
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MEDAL REQUIREMENTS 






ELEMENT PLATINUM GOLD SIL Е 
1 VERY EASY 
EASY 
NORMAL 
15:00 HARD 
5:00 101% HARD 
D VERY EASY 
000 2000 EASY 
000 4000 NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 


Time 13:40 


Combo 10000 
12000 


4 dumm ESAn Ea alala =) ara г 
4000 12000 | 1000 8000 
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Damage 
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ENEMIES PRESENT (ALL DIFFICULTIES) 


Megang, Kaizor Diejeah, Envan, Kaizor 
Ohrowchee, Notoriyeah, Cough-Foon, 
Deah-Kani, Ohdarko 





Sack in the present, the Ohdarko threatens to crush the Virgin 
Victory but is saved by the timely intervention of Immorta and 
the rest of the Wonderful 100. As Vijounne retreats, the team 
hotly pursues, This starts a very different section of gameplay. 
The camera takes up an isometric angle, and you must guide the 
ship through waves of incoming enemies and around obstacles 
on the flight path. 

Flying next to the Virgin Victory is lmmorta's stolen 
Gah-Goojin. She will provide additional firepower during this 
battle and can even melee strike enemies that get close to her. 
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OPERATION 6 





As you fly through the level, you find power-ups for two types of 
primary weapons. Red P-Boxes power up your starting spread 
shot, which is the ideal weapon for higher difficulty settings 
because you can guarantee that you'll hit just about anything 
in front of you. The other weapon comes from Blue P-Boxes. a 
powerful laser that penetrates multiple targets in a line but has a 
delay between shots. You can only have one primary weapon at a 
time, and collecting a different colored P-Box will start you at the 
bottom of that weapon's upgrade chain. 


We really recommend the spread shot, just to take the stress 
out of moving into position directly in front of the enemy to hit 
them. However, later difficulties boost the enemy health levels to 
such a degree that the power of an upgraded laser can offset 
the risk of having to put yourself into the line of fire just to fight 
back. 


The primary weapons can be powered up three times. 
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You can also collect missile power-ups, giving you the ability to 
fire missiles, which will home in on nearby targets for additional 
damage. 
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You can wrap a Wonder-Liner around Gaia Defense Army fighter 
planes to recruit them to your formation. Unlike the Gah-Goojin, 
which can take unlimited amounts of punishment, the GDA 
fighters tend to die іп а single hit, so it can be hard to keep them 
around farther into the level. 


This is a long mission, and on higher difficulties the Virgin Victory simply can't 
sustain all that much damage. А single Cough-Foon shot can almost destroy the 
ship even on Normal mode, but you have some time to get out of the beam's 
path. On Hard and 101% Hard, you might be dead before you can properly 
react. 
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During this mission, you also have the ability to use your Unite 
Morphs—use it to fight the enemy, open special doors, or destroy 
obstacles in your path. Most importantly, with Unite Guts, you 
can absorb enemy bullets to heal any damage you sustained. Of 
course, certain attacks, like the Cough-Foon's beam, will go right 
through it. 


You don't have Unite Spring, but pressing that button will 
cause the Virgin Victory to perform a loop. You can reach out-of- 
the-way items and avoid enemy fire this way. 
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Early on, you'll face waves of GEATHJERK fighters coming at ye 
in a line, while Megang rush onto the screen from behind. € 
of the greatest threats to your ship is crashing into enemies, 
they don't always come onto the playing field conveniently 
in front. It's best to stay away from the edges of the screen. 
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After opening the first door with Unite Hand, you'll be atte 
by a swarm of Tumeekeys that are trying to ram you. Unite = 
can make short work of them as they close in. Not long 
you deal with them, a Kaizor Diejeah will charge onto the sa 
Try to kill it quickly for the O-Parts, and so it can't annoy 
alongside the other approaching threats. 






А consistent obstacle to be aware of are the pillars that shoot out 
тот the ground at set intervals. Typically you'll also be fighting 
multiple enemies while navigating these obstacles, but there are 
sections that place water jets on either side of the flight path, 
which can push you into the pillars or other enemies. 
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The action slows down a bit when you reach a narrow corridor 
with several crushers occasionally slamming down through it. 
Take this section slowly and patiently so you don't accidentally 
rush underneath the crushers as they are coming down. 


Just past the crusher corridor is a large ambush from an Envan, 
a Kaizor Diejeah, and a number of Notoriyeah and Cough-Foon. 
By now you either have a fully upgraded laser or spread shot, so 
those weapons, combined with defensive flying, should keep you 
safe. Beyond this is a door requiring Unite Claw to open. 
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The section beyond the Unite Claw door is cordoned off by 
numerous obstacles. You сап cut through the chains with Unite 


Sword, and the spike barriers can be removed with Unite Whip. | | 
: | : OPERATION 6 

More dangerous here is the presence of Cough-Foon on either "dea 

side of the area. i 





Watch out for the thrusting pillars апа the moving water jets іп 
this section. You don't have а lot of room to maneuver here. 








There are multiple doors that can be opened in this section, 
leading to passageways that are protected by crushers. There's 
no correct path to take, and all will require patience to navigate 
if you don't want to get squashed while the action slowly scrolls 
forward. 
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This rapidly rotating chamber has one entrance and exit. In order to safely pass through, you need to use the power of the Unite 
Bomb. Be careful about the trench beyond this trap, as multiple enemy fiers will try to ambush you there. 
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Ohdarko, the giant enemy mechanical octopus, is now 
approaching. Gun it down before it overwhelms you with 
its arsenal. It still possesses many of the same weapons you 
previously encountered while fighting it on foot, such as the 
lightning gun (which can be absorbed with Unite Sword), the 
beam cannon from its face (which can be reflected with Unite 
Sword), and the Gatling gun (just get out of the way). Ohdarko 
will-also occasionally slam its tentacles on the ground in an 
attempt to crush you and will occasionally spew curtains of 
bullets that can be absorbed with Unite Guts. 
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As Ohdarko gets low on health, it will start using its beam ca 
more often, while also bombarding the area with missiles s 
indicated by red target sights on the ground. Keep Unite 
at the ready to deal with the beam, and keep shooting! Whe) 
health is completely drained, Ohdarko runs off for one last 58 
cannon gambit, which you must counter with Unite Sword 
the battle. 





There is a special achievement available during this shooter segment. IF you 
destroy 170 enemies, you earn the Shmup To No Good Achievement. The 
«read shot can make this easier to reach, especially when fully 


powered up. 





а the aftermath of Vijounne’s defeat, Blue asks to be punished for his 
asubordination. Make the biggest Unite Hand you possibly can, and impart 
wisdom and friendship upon him. Violently. After you've finished befriending 


ham, it's time to move on. 





The Virgin Victory drops the team oft inside another ruined temple [3]. 
Remember to come back here after Mission 4; a portal to Kahkoo-regah will 


As you approach the ice water, you're given a short tutorial on how to use 
immorta's Unite Bow. This weapon has the unique ability to charm enemies 
it strikes, which can help weaken otherwise stubborn opponents and prevent 
them from attacking. 
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MEDAL REQUIREMENTS | 
| ELEMENT PLATINUM GOLD SILVER BRONZE 






1:10 1:20 i40 | 200 
0:50 1:00 1:20 1:40 
Тіте 0:40 0:50 1:10 | 1:40 
0:35 0:45 1:00 | 1:30 
0:30 0:40 1:00 1:30 
1000 800 600 400 
1000 800 600 400 
Combo 1000 800 600 | 400 
1500 1300 1100 90 | 
2000 1800 1600 1400 
0 300 600 1000 
0 300 600 1000 
Damage 0 300 600 , 1000 
0 500 1200 | 2000 
0 500 1200 2000 


ENEMIES PRESENT (ALL DIFFICULTIES) 
You-Hough, Hoedown 





— =. PITTI ІЗ Ү ї к= ЕЕ ds ce ЯТ = 


SS —— 





As you jump to the central floating platform 
of this zone [4], a small squad of You-Hough 
and a lone Hoedown greet you. Unite 
Guts the Hoedown's shells to return to 
sender, while you Unite Bow the annoying 
You-Houghs out of the air. Arguably the real 
threat is accidentally falling into the ice water 
and costing yourself the Platinum rank and 
some health. 





VERY EASY 
EASY 


| NORMAL 


HARD 
101% HARD 


| VERY EASY 


EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 


| NORMAL 


HARD 


| 10176 HARD 











WALKTHROUGH 
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SILVER BRONZE 






NORMAL 


ا 








Time 2:30 3:00 3:30 4:00 HARD — 
2:30 300 | 3:30 4:00 101% HARD | 
4000 3000 | 2000 1000 | NORMAL ~ 
Combo 5000 4500 | 4000 | 3500 | HARD | 
5000 4500 | 4000 3500 | 101% HARD 
0 pl s 3 NORMAL - 
Damage D 1 2 3 HARD - 
D 2 3 101% HARD 


ENEMIES PRESENT (NORMAL) 
Wave 1: Hah-Gonay x2 





ENEMIES PRESENT (HARD-101% HARD) 
Wave 1: Ankho x2 


REWARDS FOR COMPLETION 
Normal Mode: Figure No. 56 Wonder-Pixie 
Hard Mode: Figure No. 17 Wonder-Vegetable 


101% Mode: Figure No. 104 Wonder-Red 
(Emeritus) 









Before returning to the starting point of this map for the Kahkoo-regah portal, 
do some item collection. GEATHJERK File No. 27 can be located inside a green 
supply box. Next to the box, extend a Wonder-Liner into the mouth of a nearby 
statue head for a Platinum Coin. On another small island to the northwest, you 
can open up a Gatcha to rescue Wonder-Yeti. 
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Another demanding challenge, this Kahkoo-regah mission =. 
you only ten heroes to work with and limits you to usi 
Unite Morphs total, while sending you up against two Ha 
Wail and gnash your teeth as much as you feel necessary. 

















Fortunately there are ways to stack the fight in your Ё 
With Unite Morphs so limited, having Hero Sense and Here 
is a huge help in keeping out of harm's way. Additionally = 
are a variety of supply boxes scattered around the fed 
containing weapons that you can normally find after деб 
certain enemies. These weapons сап rip through the Ha 
way faster than a 10-man Unite Morph could ever hope = 
exploit these items to the fullest extent, conserving Unite Me 
uses for emergency Unite Springs or Guts. Try to engae 
enemy one at a time, and always be ready to run if it loc 
you don't have enough Unite Gauge to trigger Hero Sense | 












The last item to collect is another Platinum Coin hidden on the platform closest 
to the far side of the ice. You must use Unite Hammer to break it free. Once this 
Is all done, head back to the start point of this area to take care of business in 
Kahkoo-regah. You must collect fire with Unite Hand, then light up the torches 
al the starting area to take on the challenge. 
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HARD AND 101% HARD MODE 


On these settings, you face off against a pair of Ankho, while gs 
dealing with the same limitations imposed upon you in the easier | 
difficulties. This сап be extremely challenging. The same basic 
strategies work here, though; your opponents are simply more 
versatile and dangerous. Use Hero Sense and Hero Time to stay out 
of harm's reach, then use your weapon of choice. 




















Do what you can to attack the Ankho one at a time, and don't 
get greedy. For whatever weapon you pick ир, try to fight at the 
limit of its range to give you enough time to react to any attacks 
the Ankho uses. Weapons such as the Hah-Gonay's Head, or the 
Ankho's Sword are highly desirable and powerful tools to find in the 
supply boxes. 


Always be ready to 
retreat if an Ankho 
turns red; that is the 
prelude to its spin-slash 
attack. If you circle 
them clockwise, you 
should be able to stay 
just ahead of any sword 
thrusts, and combined with Hero Sense and Hero Time, you'll be 
able to exploit openings for more damage. 





2 OPERATION 6 





Now, return to the torches and move them both onto the switches near the 
wall you need to climb. This will retract the spikes blocking the way to the top. 






[5] This section is a puzzle of sorts. There are two large torches that can be 
moved with Unite Hand and four switches on the ground. Two are close to a 
stairway that takes you to a side path blocked off by spikes, while the other two 
are near a wall you must scale, also blocked off by spikes. Take both torches 
and cover the switches next to the stairs. The spikes will retract, and you can 
follow this side path to another section of the temple. [6] It is possible to 
recruit Wonder-Goddess here, and you can also melt an ice block to recover 
Wonderful File No. 16. Lastly you can draw a Wonder-Liner on the trapezoid If you hug the left side of the arena after climbing the wall, you can get close 
shape at the center of the temple section to recover a Hero Heart Fragment. to where GEATHIERK File No. 46 is located. Extend a Wonder-Liner out to it so 
you can avoid triggering Mission 6 by moving too far into the arena. 
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MEDAL REQUIREMENTS 





ELEMENT PLATINUM GOLD SILVER BRONZE 
3:10 330 | 350 410 | VERY EASY 
2:50 3:10 3:30 3:50 EASY 

Time 2:30 2:50 | 3:10 3:30 NORMAL 
2:20 2:40 3:00 3:20 HARD 
2:20 240 3:00 3:20 101% HARD 


4000 3000 | 2000 1000 | VERY EASY 
6000 5000 | 4000 | 3000 | EASY 
Combo 8000 17000 | 6000 | 5000 | NORMAL 
12000 | 10000 | 8000 | 6000 | HARD 
14000 12000 10000 8000 101% HARD 
0 500 | 1000 | 2000  VERYEASY - 
500 | 1000 200 EASY - 
500 | 1000 2000 NORMAL 
1000 | 2000 | 4000 | HARD 
1000 . 2000 4000 | 101% HARD 


Damage 


сс» еле» 


.. ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Surey Doora 
Wave 2: Hah-Gonay x2 


ENEMIES PRESENT (HARD-10196 HARD) 
Wave 1: Surey Doora x2 
Wave 2: Hah-Gonay x2 








A lone Surey Doora starts 
this party, which should be 
fairly easy pickings once 
you use the first Unite 
Bomb to slow it down. 
The two Наһ-бопау іп 
the second wave are as 
problematic as other times you've faced two of the beasts at the same 
time. If possible, concentrate on one at a time, using the target you're 
focusing on to stand in between you and the second. 


HARD AND 101% HARD MODE 
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For the higher difficulties, the first wave consists of two Surey 
Dooras, which does change the dynamics of that opening battle. 
Watch out for flanking attempts, as this arena is quite large, and 
the Surey Dooras can quickly get outside of Unite Bomb range and 
surprise you with long-distance throwing stars. The second wave 
stays the same as it appears on the Normal mode. 
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Bust down the spike barrier with Unite Whip [7], and press onward. 


















MISSION 7 
MEDAL REQUIREMENTS әт" 
ELEMENT РІАТІМИМ 6010 SILVER BRONZE | 
1:50 2:10 | 230 250 | VERY EASY № 
1:40 200 | 220 | 240 | EASY 7% 
Time 1:30 1:50 2:10 2:30 NORMAL 
1:30 1:50 | 210 2:30 | HARD 
1:30 1:50 210 2:30 101% HARD 
2500 | 2000 1500 1000 | VERY EASY 
4000 | 3000 | 2000 | 1000 | EASY 
Combo 5000 400 | 3000 2000 | NORMAL 
6000 | 5000 | 4000 | 2000 | HARD | 
| 7000 5000 5000 | 3000 | 101% HARS 
O | 500 | 1000 | 2000 | VERY EAST 
0 500 | 1000 | 2000 | EASY 
Damage 0 500 1000 | 2000 | NORMAL 
0 1000 | 2000 | 4000 | HARD 3 


0 1000 2000 | 4000 101% HARS 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Diedough-Goo x2 








Another battle on a shifting bridge begins as a pal 
Diedough-Goo crash onto the scene. As with your experiens 
а similar situation before, you have to keep the fight away Ё 
the edges of the bridge; otherwise you'll get dropped into 
drink and lose health. 
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The section of bridge beyond Mission 7 is devoid of combat. You can rejuvenate 
a flower bed, melt ice blocks to free civilians and Wondertul Batteries, and 
refresh yourself before taking on the next challenge. 





Vorkken's ship flies overhead, delivering an ultimatum and a challenge, 
immorta decides that it is time to relay the story of her people to you. 





SILVER BRONZE 











1:20 7:40 8:00 8:20 VERY EASY 
6:20 6:40 7:00 20 EASY 
Time 5:20 5:40 5:00 6:20 NORMAL 
5:20 5:40 6:00 6:20 HARD 
5:20 5:40 5:00 6:20 101% HARD 
10000 8000 6000 4000 VERY EASY 
10000 8000 6000 4000 EASY 
Combo 12000 10000 | 8000 6000 NORMAL 
13000 11000 9000 7000 HARD 
15000 12000 | 10000 8000 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
Ü 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Dough-Goo (unlimited spawn) 
Wave 2: Gedie Dough-Goo, Diedough-Goo 


ENEMIES PRESENT (HARD-101% HARD) 
Wave 1: Dough-goo (unlimited spawn) 
Wave 2: Gedie Dough-Goo, Ankho 


Immorta speaks throughout most of this mission, which can make fighting 
difficult if you leave her text bubbles onscreen. Remove that stuff if it's getting 
in the way. 





Just a few steps from where the mission begins is a Wonderful 
Toilet containing Wonderful File No. 14. A little ways past this is 
а statue; Wonder-Liner into its mouth for GEATHJERK File No. 28. 





WALKTHROUGH 


OPERATION 6 
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[8] Multiple squads of Dough-Goo try to swarm you as you leave [11] The lest battle zone sends a бейе Dough-Goo after ye 
the statue behind. This marks the first of a series of battles that along with another group of Dough-Goo. Mission 8 ends as sees 
set up mini-arenas for you to fight in. While Immorta narrates her as you clear the area. 
story, the enemies will keep arriving until she reaches a stopping 


point, which will cause any remaining enemies to vanish and will HARD AND 10195 HARD MODE 


lift-the barriers for you to proceed. 
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————— | Overall. not much changes on the higher difficulties up until 
[9] Use the torches to reach the final battle zone [11]. In place of the Gedie Dough 
melt open a small side в an Ankho, which can be tricky to fight because its sword rem 
cave, taking care to avoid extends across the vast majority of the arena. 

the stalactites falling from 

above. When you enter the 
cave, the interior will be 
shown on your GamePad 

Navigate the cave carefully to avoid the dangerous ice water At 

the end of it is a huge supply of Wonderful Cakes, a white supply 

box containing Wonderful Figure No. 96, and another recruit for 
the team, Wonder-Santa. 





Aust as Mission 9 is about to begin, hammer this small crack in the gra 
ase Wonderful Figure N No. 83. 
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[10] Leaving the cave. 
head toward the turn in 
the walkway, triggering an 
ambush by a Gehdown and 
more Dough-Goo. Once 
you destroy them, wrap a 
Wonder-Liner around the 
circular crest to retrieve Wonderful File No. 20. 
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Mission 9 involves no fighting against enemies, but rather against 
the forces of nature. You must scale a narrow path up a steep 
hill, as quickly as possible, However, intense winds can kick up 
and will send you flying back down to the bottom of the hill. To 
prevent this, use Unite Hand to grab on to rods sticking out the 
sides of statues flanking the path. 
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А blue supply box on the early part of the 
climb contains a Platinum Coin. 


Eventually you will reach a staircase leading up to the Super Reactor door. On one 
side, you can recruit Wonder-Witch. Across the way from her, you can rebuild a 
small treasure statue to retrieve the last Platinum Coin. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM 60 





1:00 
0: 5) 
0: á Г) 
40 
200 


ту 
EUU 


талы 
Та! 


elu 


ies 
eu 
um 


ЕШ М 





At the top of the hill, the only thing left to do is 
open the final door with Unite Sword and meet 
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BRONZE 


1:20 
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ENEMIES PRESENT (ALL DIFFICULTIES) 
None 


VERY EASY 





EASY 
NORMAL 
HARD 
10155 HARD 
VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 









up with Vorkken on the other side. 
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OPERATION he 


Due to a sudden case of "the boss you 
has been replaced by one last duel: eh 
restraint from the prince, and absolutely no mercy. Let's go. 


eroes or Dearth, led by Blunder-Red 


us E 


PHASE ONE 





Once again, your duel with Vorkken opens atop his ship as it бес through the 
Lost City of Kowrule. At this time, Vorkken's arsenal contains every snae Unite 


Morph you could possible have up to this point, in addition to the шише Uns 
Boomerang and Unify Naginata abilities. More worrisome, he consistently uses 
the strongest level of each Unite Morph. This | being the longest and toughest 


battle against Vorkken you've yet experienced, have Custom Blocks that can heip 

egate ee for him to damage you as much as possible. Hero Sense 
Hero Time, and Hero Counter are likely staples. “pode Mine is also a neat Ее 
trick, as ҮогККеп 5 aggression tends to have him run over the mines you'll leave 


behind after a Unite Spring. 


Refer to Vorkken's entry on our enemy move list on page 363 so you know 


ы Ты 


now to counter his attacks or how to evade them altogether with Unite Spring. Ас 


ү 
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another reminder, do not overextend Your sêl f when going on ine offense. Vorkken 


and his men recover incredib bly fast from stuns to punish any nearby enemies 
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Vorkken's crew has also gotten remarkably more proficient at using Unite Gut 


and striking Vorkken when he is in that form can result in a lengthy stun and a 


devastating counterattack 


After taking down Vorkken's health, events occur that force you to Won der-Jump 


w Вы Кын Pa 


in à Wonder-Punch clash 


ere supposed to fight mouthed ой to 1 


Ж gare =” n 


over to the Virgin Victory. Vorkken's ship pursues you, and both teams 


ы ы 









еп ane get mestroyed." the original final fight on Operation 006's эй 


d Guyzoch, led by Prince Vorkken. This time, there жй ШШ 


MEDAL REQUIREMENTS 
| ELEMENT PLATINUM SILVER BRONZE 






































15:00 20:00 | 250 30:00 VERY EAST 


20:00 25:00 EASY 


Time 00 20:00 25:00 NORMAL 
: 20:00 25.00 HARD 
i 20:00 25:00 101% HANE 
anon 7000 5000 VERY EASY | 


8000 ЖЕН EASY 
NORMAL 
15000 12000 HARD 
15000 | 12000 101% НЫШ 
VERY EAS? 
; 10000 | 15000 | 20000 EASY 
Damage : 10000 | 15000 | 20000 NORMAL 
- 10000 | 15000 20000 | HARD 
10000 | 15000 20000 101% HART | 


! 
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ENEMIES PRESENT (ALL DIFFICULTIES) 
Vorkken, Chewgi 








Schedule 


wil be no 











= Stripping away the advantage of his ship has not upset the prince. In fact, he's quite impressed. Impressed enough to activate his special Teio Form. In 


| | 
response, the Wonderful 100 trigger Unlimited Form. Now it's really on. 


PHASE TWO 














ГЕГГТЕТЕГҮЙ 


ОРЕВАПОН 6 





When you reach the last two health bars for Vorkken, the fight begins to rapidly 
lose control. Chewgi will start leading the rest of the Guyzoch into Team Unite 
Morphs, taking up part of the pirate team to use one type of Unite Morph while 
Vorkken uses another. This is the duel at its most dangerous, particularly on 
Hard and 101% Hard Mode, where it's a fairly common occurrence to lose half 





of your total life meter thanks to a single misstep that puts you at the wrong 
end of an attack, unable to defend or evade. 


The hull of the Virgin Victoryis the least ideal place to hold a duel with Vorkken, 


Tou ve got exceedingly little room to maneuver; all of Vorkken's Unite Morphs During these last two life bars, your goal is to score a hard counter with 

я "ave great reach across wide swaths of the deck; and Chewgi's monster Unite Guts, which can be done off of Vorkken's Unite Hammer or Unite Hand, 
morphs have reached their maximum capacity, able to summon a Deah-Kani assuming you have the manpower for it. You always want to be doing this, but 
form to assist his master, along with every other form you have yet seen. For it's especially important here, because you don't want to drag out this last 
players interested in scoring the Platinum rank for this battle, you will have portion of the fight. If you break his formation with Unite Guts, immediately 
many retries and failures. The deck is almost too narrow, and being out of charge up the biggest Unite Hand you can and go for broke. Of course, this is 
position means you might take a surprise Unite Gun, Unite Bomb, or Unify easier to pull off on Normal mode and below, On the harder settings, Vorkken | 
Boomerang attack before you can even consider reacting. A lot of your dodges has significantly more health to work through. | 
will be a mix of Unite Spring, as well as basic dashing double jumps over certain | 
attacks. 


Keep your Unite Gauge filled as much as possible. Set your quick-use 
tem to the Small Wonderful Cake To Go, as you will likely have many to spare. 
scarf them down quickly if you drop below a third of your maximum Unite 
баиде. You need to keep energy to spare in order to maintain а solid offense 
and have enough beyond that for Hero Sense to still be able to trigger. Only 
specific items will cost you rank, and the small cakes aren't one of those items. 














After draining all of Vorkken's health, he manages to recover his ship and try for one last Gambit. After you counter with Wonder-Punch, a dramatic scene 
occurs, forcing Wonder-Pink to rescue the prince with Unite Whip, 


PHASE THREE 





4. 


After more drama rocks the Virgin Victory, а new GEATHIERK officer ma 


his debut. 
 GEATHJERK ENCOUNTER: GIMME 
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n the aftermath of the battle, it appears that the cavern the Virgin Victory is 
traveling through has begun to collapse. You must take up the ship's wheel 
with Unite Hand, and fly the last 6,000 meters to the exit. Ice formations will 
occasionally block your path, but you can destroy them with the ship's guns. 


High Commander of the GEATHJERK, and the right hand of Adm 
Jergingha, Gimme is the cruelest, most implacable opponent the 
Wonderful 100 has seen to date. Capable of cruelties that would 
make every previous officer shudder with fear and disgust, Gime 
is willing to use anything and everything at his disposal and 
discard it when he no longer needs it. 


On ал ominous nate, Operation 006 is complete...but it may not actually 











` OPERATION 007: 
THE ALIEN VORKKEN OHGEE'S 
INTERNAL ORGANS 
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3:00 3:20 3:80 4:00 VERY EASY 
3:00 3:20 3:40 4:00 EASY 
Time 2:40 3:00 3:20 3:40 NORMAL 
2:40 3:00 3:20 3:40 HARD 
2:40 3:00 3:20 3:40 101% HARD 
200 150 100 50 VERY EASY 
250 200 150 100 EASY 
Combo 2500 2000 1500 1000 NORMAL 
4000 3000 F000 1000 HARD 
5000 4000 3000 2000 101% HARD 
D 500 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 
Damage 0 500 1000 2000 | NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Chew Dough-Goo x2, Dough-Goo 
Wave 2: Diedough-Goo 
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2) Before leaving the Mission 1 area, don't forget to Unite Hammer the center 
у the arena for Wonderful Figure No. 42. 











This operation begins with your team at a disadvantage. Outside of the main 


heroes, you have only three more Wonderful Ones along for the ride. Jump 
| 


across the platforms to press on toward Mission 1. 


Take note of the platform next to the one your team starts on, with the ashing 
yellow surface [1]. A portal to Kahkoo-regah will appear here after you 


complete Mission 3 


WALKTHROUGH 








This first battle is absolutely vital to your success early on. The two Chew Dough-Goo will summon multiple squads of Dough-Goo, and 
tis important that you use these Dough-Goo to bolster your squad's numbers to 20 men or more, as you'll need at least that many to 
get collectibles later on. To do this more easily, let the Chew Dough-Goo organize the Dough-Goo into formation in front of them, and 
when they do their charge attack, you can Unite Guts the whole lot of them. This can weaken them enough to outright recruit them with 
tne Wonder-Liner. With your forces increased, the Diedough-Goo in the second wave can be easily dealt with. 
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(3) This next set of platforms introduces a new obstacle to you. Tentacles rise 
up from the middle platform and can knock you into the abyss. Cut them down 
with Unite Sword. 
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MEDAL REQUIREMENTS £ E | 
ELEMENT PLATINUM GOLD SILVER ` BRONZE 








3:20 3:40 | 4:00 4:20 VERY EASY 

3:20 3:40 4-00 4:20 EASY | 
Time 3°00 3:20 3:40 4:00 NORMAL 

3:20 3:40 4:00 4:20 HARD 

3:20 3:40 4:00 4:20 101% HARD 


500 500 400 300 VERY EASY 
700 600 | 500 400 | EASY 
Combo 500 700 600 500 NORMAL 
2000 1500 1200 500 HARD 
2500 2000 1500 1000 101% HARD --- 
) 500 1000 2000 VERY EASY The Wonde 
| Rn 1000 ИСУ A 5 à i x 
: = ашы. балы А requires <u es In your squad, which is why we insisted on getting ases 
Damage Ü 500 1000 2000 NORMAL Ue т 
= m FTE nnn ЕС HARD 35 possible from the first mission. Inside it is Wonderful Figure No. 98 
Ц ult СТАЛИ Ф000 










(that somehow got inside Vorkken) on this ріш 





ایا ت ایا 


0 |000 2000 4000 101% HARD 





ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1: Orgon 
Wave 2: Orgon 





off the main plattorm. You need to build a bri 
ite zie 4 к n reach a С а эта! ter p "i latform. The yellow su ірріу box there "d 


E VU 


Hero Heart Fragment. This item also requires at least 20 heroes on же 


s 


- 









| You're attacked Бу a lone Orgon when you reach the next large | 
- platform. A second Orgon will appear after the first is destroyed. | 
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E sec Au ue | | | [5] Now, using Unite Claw, climb along a wall to reach the next large Ж 
m | s . | However, Drill Cells oc casionally pass near the wall, and can hers 











After taking care of Mission 2, it's time to collect some items First, rejuvenate 
the flower bed on the northern corner of the platform to receive GEATHIERK | 
| File No. 29. | 
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Damage 0 


ELEMENT PLATINUM GOLD 
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ENEMIES PRESENT (ALL DIFFICULTIES) 


Gehdown x2 





VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 


survive the wall climb to reach the next large platform, and you're assailed by two Gehdown. Remember that you must take out both 


йз; АТ ЕТ TMI 


Before running back to the start of the operation to find the Kahkoo-regah 
portal, you can collect some items on the Mission 3 platform. First, go behind 
the climbing wall and look for a spot on the floor that does not light up like 
sther sections do. Sending a Wonder-Liner into it reveals Wonderful File No. 
15. You can also wrap a Wonder-Liner around the center of the platform to find 
Wonderful Figure No. 92. 











| Yet 
IC 


go back toward the start of the operation to open the portal to 
Kahkoo-regah. 








MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 


Time 


Combo 7000 


Damage | 
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5000 
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ENEMIES PRESENT (NORMAL) 


Dough-Goo x15, Chew Dough-Goo x2, 


Koh-Tumeekey 


pieces of armor on a Gehdown with Unite Whip before you can reflect their cannon shots with Unite Guts to cause damage. 





ENEMIES PRESENT (HARD- 10196 HARD) 
Chew Dough-Goo x4, Dough-Goo, Nyerk x2 


REWARDS FOR COMPLETION 


Normal Mode: Figure No. 25 
Hard Mode: Figure No. 57 Wonder-Dancer 


М Vi 


101% Mode: Figure No. 102 Chewgi 


“NORMAL | 


onder-Yeti 







HARD 
101% HARD | 
NORMAL 

HARD 

101% HARD 
NORMAL 

HARD 

101% HARD 
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This challenge starts you off at a severe numerical disadvantage, E Ё 1 Е BR s 






with only ten heroes on the team and a lot of threats to fight. 
Fortunately, a path to an easier victory lies in front of you, and As you might expect, the higher difficulty settings throw 
beneath you. Scattered around the arena are multiple points mean stuff your way on this challenge. You have the = 
that can be hit with Unite Hammer, revealing GEATH-Remotes; limitations and options available to you, but this time the ees 
coincidentally, a lot of Dough-Goo appear at the start of the set is not nearly as easy to fight without building up your $e 
mission. Better yet, the Chew Dough-Goo will keep summoning first. Make sure you have Hero Sense and Hero Time equis 
more of the little guys to recruit. to help deal with the two Nyerks' laser attacks and the mass 
numbers of Dough-Goo that four Chew Dough-Goo can 5 
to the field. Let the Chew Dough-Goos summon a group of FE 


























then hammer for a GEATH-Remote. It helps to have the Trem 
Sensor from the Wonderful Mart to pinpoint their locations 


It's possible to quickly build up an army of 100 troa 
long as you stay mobile with the Unite Hammer ability re 
go from the beginning, using Hero Sense and Hero Time ta 
ahead of the lasers and Chew Dough-Goo rushes while you 
and use the remotes. Once you're ready, you can essentially = 
your ground and massacre the small fry with a full-powe Е 
Sword, only moving in the event that a Nyerk gets close eum 
that they might absorb you. Of course, this all sounds е 
practice, a single slip can lead to you taking multiple hits ma 
succession. Be prepared to practice a little before being 













Fortunately, it's not necessary to hunt for those remotes. So long 
as you're on point with your use of Unite Spring and Unite Guts, 
you can put down all of these enemies well within Platinum rank 
requirements. Still, if you're struggling, it's always an option. 


get it right. 
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After wrapping up Secret Mission 4, go back to the Mission 3 arena and start crossing the next chasm [6]. This time, some of the platforms аге moving №8 
for tentacles to cut down along the way, as well as the random flights of Drill Cells. One of these platforms has a red supply box containing Wonderful Figure dee 











MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD SILVER BRONZE | 
3:40 4:00 4:20 4:40 VERY EASY 
| 3:4i 40 4:20 4:40 ЕА5Ү 
| Time 3:00 3:20 3:40 4:00 NORMAL 
" | 3:00 Keg 540 6:00 HARD 
l 5:00 5:20 | 540 6:00 101% HARD 
200 150 00 50 VERY EASY 
| 250 200 150 100 | EASY 
Сотһо 1000 800 600 400 NORMAL 
2500 2000 1500 1000 HARD 
3000 2500 2000 1500 101% HARD 
| 0 500 1000 2000 VERY EASY 
= ( 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4006 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Gedie Dough-Goo, You-Hough x3 


52 ШИПИПИТИТИГУ ГҮ) 5 


This is a fairly small arena to fight а Gedie Dough-Goo in, and the 
You-Houghs can be somewhat troublesome. Unite Whip can make 
pretty short work of the small fry while still letting you tear off 
the Gedie Dough-Goo's armor, so you don't have to do much in 
the way of fancy weapon switching. 
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WALKTHROUGH 





Don't miss out on hammering the center оі 
a Platinum Coin. 








| 
| 
[7] Cut the tentacles to release the platforms and cross the gap. However, as | 
you advance, it looks as though you'll have no answer to the swarms of dri | 
parasites infesting Vorkken. | 
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Fortunately, Chewgi and the rest of the Guyzoch appear! Use Chewgi's Unify 


Naginata to slice through the parasite swarm. ut of respect for the Wonderful 
100, Chewgi offers the services of the Guyzoch to Wonder-Red, who ) giadh 


Іт" 
accepts. 








MISSION 6 







MEDAL REQUIREMENTS 








4:70 „ай 5°00) 5:20 VERY EASY 
4:2 4:40 2:00 5:20 EASY 

Time 4:00 1:20 4:40 5:00 NORMAL 
5:20 7-40 6:00 6:20 HARD 
521 40 6:00 6:20 101% HARD 







| 
5 
500 500 400 300 VERY EASY 
800 600 400 200 EASY 
Combo 1000 800 500 400 NORMAL 
8000 6000 4000 2000 HARD 
0 8000 5000 4000 101% HARD 
500 1000 2000 VERY EASY 
500 1000 2000 EASY 
500 1000 2000 NORMAL 
t000 2000 4000 HARD 
1000 2000 4000 101% HARD 








Damage 
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ENEMIES PRESENT (VERY EASY-NORMAL) 


Wave 1: Gurry Doora 







Wave 2: Gurry Doora x 2 






ENEMIES PRESENT (HARD-10196 HARD) 
c on AE 7 " Wave 1: Gurry Doora 










' ' | ЕТ РДЕ Wave 2: Сілту Doora x2 
[8] As you advance forward, rejuvenate the flower bed on the platform before : 


the Wonderful Toilet to receive GEATHIERK File No. 37. The toilet contains 


CES EJ 


Wave 3: Ankho 





Lit 


GEATHIERK File No. 38. Keep moving from platform to platform, cutting down 


drill parasites with the naginata as you go 


GEATHJERK Encounter: Gurry Doora 
On your first visit here, don't rush through this section! You can earn the 
Impregnable Achievement by destroying 100 drill parasites with the Unify 


Nag nata. 


The ultimate variant of the Doora combat armor, a Gurry Doora 
combines the same rapid attack style of the other two variants. 
while adding a new ability to drill through almost any surface 
with its regenerating drill bits for hands. Gurry Dooras are know: 
to break contact with the enemy by drilling underground, then 
Once past the drill parasite swarms, you must whip-swing across a part of | Surprising unlucky victims by drilling through their defenses from 
the chasm below. 
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The vast majority of the Gurry Doora's tricks should feel very 
familiar. Like the Surey Doora, the Gurry Doora is capable of 
firing its melee weapons at you. Its ability to drill underground 
is more troublesome, as it protects it from direct harm unless 
you can strike at the drills whenever they penetrate through the 
ground, which typically is underneath you. Stay on the move 
while they are drilling! After a number of drill attacks, the Gurry 
Doora will shoot out of the ground like a rocket. 


METI # 





While on the surface, it is best to treat a Gurry Doora the same as 
you would any other Doora, Make use of Unite Bomb to slow it 
down, then stun it with Team Attacks, and finish it off with juggle 
combos. 


MANON Ht 


ПЕ ЕТІ NEG | 


Тһе second wave of this battle throws two more Gurry Dooras 
at you. This is similar to fighting two Surey Dooras at once save 
for their drilling ability. Work on slowing them down with Unite 
Bombs and landing the Team Attack stuns and this fight can be 
easily managed. Unite Whip is especially adept at giving you 
range and damage on them during the effects of the Unite Bomb. 


HARD AND AND е HARD E 
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The harder difficulty modes add a third wave to the Бае, 
consisting of a single Ankho. 


when 


Secret Mission 7 takes place at the Mission 6 location. You'll be alerted wi 


you should return 


Qm 


E Liu eur 
EX cj AMEND. 1 1 


- 2000343179 


Ка ғ 
| 1 
2 ч Lal LE 


neartw a 
EO ШРИ d 


aunched into the air to retrieve 


Unite Ball and be | à Hero Heart Fragme 
switching to Unite Claw in midair so you can use its rapid air slashes to he 


you onto the moving platform [9] to continue forward 














Tou be attacked by several You-Hough along the way, but the battle isn’ 


rated. Deal with them as you 

















[10] Returning to the platform you can move with Unite Whip and Unite Hammer 


Wonderful Figure No. 62. The next two islands after that are rotating in the 


er, the next two islands also have GEATHIERK File No. 49 and a Platinum Coin, in that order. Collect these easily by extending a Wonder lS 
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another small island with 
air, requiring you to time your jumps acro 
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trip back to the Mission 6 island to 
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mue across this new chasm, you'll encounter 
hammer the yellow button on the far side 


can start making the гей 
et Mission 7. 
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ENEMIES PRESENT (ALL DIFFICULTIES) 






em lest you get dumped into @ 








a hook you muss 
grab on to with Unite Whip, which will drag the entire platform toward you. ¥ 
then must board the platform 
straighten it out. Now th 


г HW 
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Тһе first wave is fairly simple to manage: stay on the move to 
throw off the Tiekuu's aim, and use its cannon shots against 
it with Unite Whip, Gun, or Guts. You can also use these shots 
against the Diedough-Goo. Control the second wave of two Surey 


Dooras easily enough with a large Unite Bomb, which can cover The second wave is changed to feature two Hah-Gonay. This fight 
almost the entire platform. 








mmm 








540 6:00 6:20 VERY EASY 
2:20 5:40 5:00 b:20 EASY 
Time 3:40 400 4:20 4:40 NORMAL 
3:40 4:00 4:20 4140 HARD 
3:40 4:00 4:20 4:40 101% HARD 
1000 500 600 400 VERY EASY 
1200 1000 800 600 EASY 
Combo 2500 2000 1500 1000 NORMAL 
8000 000 400 HARD 
12000 BOOK 6000 1X 10175 HARD 
0 500 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 10195 HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Diedough-Goo, Tiekuu 
Wave 2: Surey Doora x2 


ENEMIES PRESENT (HARD-10195 HARD) 
Wave 1: Diedough-Goo, Tiekuu 


Wave 2: Hah-Gonay x2 | 
OPERATION 7 


HARD RD AND ТО HARD М MODE 


E 9 





E | imam 27. f 
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сап be surprisingly rough if you don't read their attacks well. Try 
to Unite Guts the attacks that you can to score a stun, add a Unite 
Bomb large enough to encompass both machines, and work on 
taking out the stunned Hah-Gonay. 





Hammer the center of the Mission 8 island for Wonderful Figure No. 21. Additionally, you can 
use the short wall on the island's side to extend a Wonder-Liner up to another platform. Open the 
black supply box there to nab Wonderful Figure No. 18. 


| 


The next chasm is quarded by green fiowerlike entities [11]. If you shoot them 


4 
ы 
with Unite Gun, they will become platforms you can use to reach the next island 
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MEDAL REQUIREMENTS 
| ELEMENT PLATINUM — GOLD 





SILVER BRONZE 





4:00 420 | 440 5:00 VERY EASY 
4:00 4:20 4:40 5:00 EASY 
Time 4:00 4:20 4:40 500 NORMAL 
4:40 5:00 520 5:40 HARD 
4:40 5:00 5:20 5:40 101% HARD 
1600 1200 800 400 VERY EASY 
2000 1500 1000 500) EASY 
Combo 3000 2500 2000 1500 NORMAL 
5000 4000 2000 1000 HARD 
8000 6000 | 4000 2000 10175 HARD 
Ü 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% НАЕП 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Megang x2 
Wave 2: Ankho 


ENEMIES PRESENT (HARD-101% HARD) 
Wave 1: Megang xz 
Wave 2: Ankho x2 
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Two Megang start off Mission 9, with an Ankho arriving as the 
second wave. 


HARD AND 101% HARD MODE 





The second wave on the later difficulties throws two Ankho at 
you. You can control them fairly easily with а single Unite Bomb. 
If you are fast, you can catch them from behind as they spawn 
in, giving you free access to their backs while the Unite Bomb 
slows them down. 
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Wrap a Wonder-Liner around the center of the Mission 9 island. to гесене 


GEATHIERK File No. 30. 
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The next sets of platforms [12] are moving so fast that you can't fame 
them unless you slow them down with Unite Bomb. You'll eventually find a 
Supply box with a Platinum Coin inside. 
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Beyond the supply box are more platforms, Slow these down with Unite = 

; id As they rotate in slow motion, you can see that the first two Do 
€ a Platinum Coin and GEATHJERK File No. 50. Keen movin ку и 

reach another island that promptly dumps your team deeper inside Wan 


body [14]. 
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[15] The Unify Naginata is required to destroy the oncoming drill parasites to 


make it to Mission 10. 


VERY EASY 





4:00 4:20 4:40 5:00 EASY 

Time 400 4:20 4:40 5:00 NORMAL 
4:40 5:00 5:20 5:40 HARD 
4:40 5:00 5:20 5:40 101% HARD 


3500 2500 1500 500 V Y 
= : € d ERY EAS OPERATION 7 
4500 3500 2500 1500 EASY - 


3500 
Combo 7000 6000 5000 4000 NORMAL 
8000 00 6000 5000 HARD 


x 
3000 8000 7000 6000 101% HARD 


Ü 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 


Ej 
ЕН 
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9200 2000 4000 HARD 
0 1000 2000 4000 101% HARD 
ENEMIES PRESENT (ALL DIFFICULTIES) 
Wave 1; Nyerk 
Wave 2: Deah-Kani 





Alone, neither the Nyerk nor the Deah-Kani is particularly threatening. You have a large team at your disposal, which can make dealing 
with the Nyerk a swift affair. If you're feeling gutsy, you can try to Unite Camp at the far north corner of the island after destroying the 
Nyerk to build up some silver Unite Gauge as the Deah-Kani teleports into place, taking advantage of its slow turn speed. 
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| | 
| 
Don't run for the Wonderful Mart just yet! The southern edge of the arena has a small hole you can Wonder-Liner into for Wonderful File No. 24. Now you just 
need to blast the flower creatures with Unite Gun to make platforms leading to the Wonderful Mart and the end of Operation 007-А. 
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OPERATION 007-В 


The nano-bioweapon that is tearing Vorkken apart from the inside might have 
the size advantage for now, but with the Nano-Accel wearing ой, the Wonderful 
100 are increasing in size by the second, leaving them precious little time 
to destroy the monstrous weapon before it's too late. Fortunately, P-Star is 
equipped with what you need to cure this plaque. 





m 


As soon a5 you start the mission, jump forward to the next platform. А barrag 
of missiles destroys the Wonderful Mart capsule, and more will keep destroying 


all the platforms until you finally see the nano-bioweapon come into view. 


GEATHJERK ENCOUNTER: VAAIKI 


The most effective bioweapon yet produced by the GEATHIERK, 
Vaaiki specializes in assassinating specific targets. The GEATHIERK 


are able to slip Vaaiki into unsuspecting high-value targets, and 
the havoc caused by their excruciating deaths can shatter morale 
ог Cause entire armies to lose their focus and coordination without 


their commanders. 





After a revealing conversation with P-Star, Wonder-lump to avoid the missiles 
and land atop the rapidly growing robot helper. After switching the team to 
Unlimited Form, Wonder-Red takes control of P-Star and engages the Vaaiki. 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM 





SILVER BRONZE 
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12:00 14:00 16:00 18:00 VERY EASY 
12:00 14:00 16:00 18:00 EASY 
Time 12:00 14:00 16:00 18:00 NORMAL 
12:00 14:00 16:00 18:00 HARD 
24) 14:00 16:00 18:00 101% HARD 


12000 10000 8000 6000 VERY EASY 
12000 10000 8000 6000 EASY 





Combo 12000 10000 8000 6000 NORMAL 
20000 18000 16000. 14000 HARD 
22000 20000 18000 16000 101% HARD 
( 1000 2000 4000 VERY EASY 
0 1000 2000 4000 EASY 
Damage 0 1000 | 2000 4000 NORMAL 
Ü 2000 4000 8000 HARD 
0 2000 4000 8009 101% HARD 





ENEMIES PRESENT (ALL DIFFICULTIES) 
МааіКі 


Now flying around inside of Vorkken with P-Star, you must take care т 
damage as much as possible. In addition to your own health meter, PS 
his own, and he can take only so much damage before the mission is а 





f this battle has you flying around а large spherical arena, 
the Va sik and evading its various projectiles. It will fire purple 
| Ses | that you must evade and yellow 41005 of slime that will temporarily 


= g 
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ralyze you. Next, it sets up a ramming attack if you do not break free fast 
| enough. You can use the Evade command illustrated by the short 
roll атау from = 


tutorial 
attacks, or reflect them by not moving P-Star in a given 
Erection while usi ing the Evade. Also be on the lookout for Vaaiki t 5 shoot out 


п omnidirectional series of shock waves. 





you can, blasting the Vaaiki with your guns, using 
Gauge allows. While the Vaaiki flees you, it will also drop 


f purple mines that you need to avoid 


issiles as your Unite 


it you somehow lose visual contact 
ast, follow the orange arrow icon that will 
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Alter striking the Vaaiki with enough miss ssiles it will be trapped inside a 
barrier that you must fly into. Once inside, the contr 








green 
P-Star change 
папу, You're now locked on facing the Vaaiki, and any direction you press 
the left analog stick in will rotate you around the Vaaiki in that direction. You 
по longer can use missiles, but you can use Unite Morphs again. The Vaaiki will 


eventually break free; pile on the damage as best you can. 





ols for 







The battle continues inside Professor 5 


During these moments where it is 


defenseless, spewing swarms 


trapped, the Vaaiki is far from 
of missiles (that you can | 
Naginata) or more of the purple mines in various patterns. It can also lash out 


with its claws, though you can block them with Unite Guts 
Depending on your difficulty setting, it could take only one round of the 


Vaaiki being trapped, or it could take multiple cycles of being trapped bef 
you completely drain its health. 


_ PHASE TWO 





The Vaaiki will start to retreat out of Vorkken once you drain its 
health pars. fou must quide P-Star around any missiles or mi ines it leaves 


behind, while also avoiding the debris from the tunnel walls 
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churns up in its wake. Ke ep firing your quns and missiles every chance үс 
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et! Eventually you will trap the bioweapon once again and be able to pound 
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it with Your Unite ii 


Morphs, 





After you deal with the second 
health bars, 
prompted to use 
rip the beast 


set nf you are 
Unite Claw to 


wide open to gain 


access fo its core. It responds 
with a missile barrage that you “— —————— 
must block with Unify Naginata. The aftermath o F your counterattack sends the 


Vaaiki fleeing from Vorkken, but Unite Whip | he group on its heels 


helps keep t 


nir ogan e's la 


Cr 
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OPERATION 7 




















PHASE THREE 
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The team and the Vaaiki land on top of Professor Shirogane's computer keyboard. While it no 
longer has total access to abilities it had inside Vorkken, the Vaaiki is still a threat. It can use its 
claws for a variety of melee attacks, spit deadly acid, or even fire a laser beam. It is possible to 
stun the Vaaiki with Team Attacks and slow it with Unite Bombs, both of which are excellent at 
helping put this monster down as quickly as possible. 


There is another factor at play during this final phase of the battle, When After dealing enough damage to the Vaaiki, the Nano-Accel finally weze @ 
the camera zooms out to show you the whole keyboard, watch for a key to and the team starts to grow to their original size permanently, Put the fina = 
suddenly rise up slightly You must beat the Vaaiki to that key; otherwise it will stomps to the Vaaiki to bring this battle to an end. Operation 007 is co 
absorb Shirogane's growth beam and increase in size dramatically. If you get and Vorkken is saved... 
there first, you'll grow tall enough to step on the hapless bug. The growth 
| effect is not permanent, so if the Vaaiki beats you to it, don't fret and keep up 
the assault using all means at your disposal. 








| If you manage to complete this phase of the battle without ever letting the Vaaiki 
grow large, you can earn an achievement: The Harder They Fall! 


| „Dut with Margarita compromised worldwide, it тау not matter, 
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OPERATION 008: BLOSSOM 
CITY—STATE OF EMERGENCY 


Despite the best efforts of the Wonderful 
100, the GEATHJERK have finally managed 
to strike a crippling blow to the Earth's 
defenses. Margarita is weakening by the 


second, and as it weakens, gaps in the 


shield are appearing all over the planet. 


The largest breach is directly over Blossom 
City, and the Jerks have managed to bore 
directly into the CENTINELS' nerve center, 
Mother Platinum. Earth’s last hope, the 
Shirogane Comet, rides on the survival 
of Mother Platinum. If it falls, the war is 
lost. Wonderful 100 must fight through 
a shattered Blossom City and hopefully 
turn the tide. The stakes have never been 
higher, Wonderful Ones! 
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VERY EASY - 
2-40 300 | EASY 


Time :eü 1:40 2:00 2:20 NORMAL 
10 2:20 2:40 3:00 HARD 
2:00 2:20 2:40 3:00 101% HARD 
100 50 50 40 VERY EASY 
li 80 60) EASY 


Combo 300 200 100 50 NORMAL 

00 600 400 200 HARD 

1000 800 600 400 101% HARD 
4 500 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 


Damage 0 500 1000 | 2000 | NORMAL 
0 1000 2000 4000 | HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Kuzzler, Chew Dough-Goo, Dough-Goo 








Make this mission a lot easier on yourself by killing the Chew 
Dough-Goo immediately, A Unite Bomb can slow it and the 
Kuzzler down, with the added bonus of temporarily delaying 
the Chew Dough-Goo from summoning any Dough-Goo. With 
it gone, focus on stunning the Kuzzler with Team Attacks, then 
finishing it off with an extended combo to help meet the Platinum 
requirements. 








You start on top of a floating island made from a shattered street intersection. 
Rejuvenate the nearby flower bed for some food, then jump over to the larger 
Island next door to begin Mission 1. It’s a short jump, but keep in mind that 
every landmass you come across in this operation is suspended thousands of 


feet in the air, and a careless misstep will cost you health. 





= 


Before leaving the Mission 1 area, don't miss out on some collectibles. One 
of the small structures has a hole you can Wonder-Liner into for GEATHIERK 
File No. 33. The roof of that building can also be hammered for Wonderful 
Figure No. 50. 


Jumping over from the Mission 1 island, you can twist open the Gatcha to free 


Wonder-Death. 
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2 is located. However, stand on the ige of the island and extend your | = 
Wonder-Liner out to rescue the iS е civilians near the central fountain, | Wo Hah-Gonay replace the Gurry Doora оп the harder m 5 
specifically to recruit Wonder-lungle. | and this can be a brutal fight due to the relatively small s 
| the arena. The Hah-Gonay can easily cover the whole are 
| single tail swipe. Control them with Unite Bombs while you w 
| on oné target at a time. If you see any opportunities to Unit 
| an attack, be sure to do so. Landing a stun on just one € 
| Hah- -Gonay can make life much easier on you. 
Prima Official Game Guide primagames | 






MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 





SILVER BRONZE 








LANI 





















2:20 2:40 3:00 3:20 VERY EASY 
2:20 2:40 3:00 3:20 EASY 
Time 2:20 2:40 3:00 3:20 NORMAL 
2:20 2:40 3:00 3:20 HARD 
2:20 2:40 3:00 3:20 101% HARD 
500 400 300 200 VERY EASY 
500 400 300 200 EASY 
Combo 500 400 300 200 NORMAL 
2000 1500 1000 500 HARD 
4000 3000 2000 1000 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 | 2000 4000 HARD 
0 1000 2000 4000 101% HARD 








ENEMIES PRESENT (VERY EASY-NORMAL) 
Gurry Doora 






ENEMIES PRESENT (НАВО-101% HARD) 
Hah-Gonay x2 
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: KIA | A lone Gurry Doora tries to hold the line against your tes 
[1] You'll have to scale the wall near the Gatcha to continue the operation. | Ideally, you should be able to prevent it from even touching 


As you climb along the wall, following it to the right and j jumping from section | | 
HARD AND 101% HARD MODE 


to section, you'll be attacked by Dough-Goo and Mini-Dahkarts, and at one 






point a Diedough-Goo. These battles are not rated, so if youre in a hurry, 
you can rush past them. We do recommend exploring the wall enough to кет X- 

gather up all the Wonderful Batteries you can. P-Star will also provide some "T | m "1 ПТ 
directional assistance during this climb, so look for his hologram arrows if you Р [ | ж 
get disoriented, 






Ji va ma va 
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[2]. After surviving the wall climb. you'll De close to the island where Mission | 
I 












secret Mission 5 takes place at this location, but you will not be able to trigger it 
antil you finish Mission 4. 








There аге a pair of hidden collectibles in the Mission 2 area. Wrap а 
Wonder-Liner around the central fountain to uncover Wonderful File No. 23. 
North of that, you can hammer the broken clock for a Platinum Coin. 





ze 


3] As you leave behind the Mission 2 island, you'll come across a circular 
plattorm where you can recruit Wonder-Yang. Additionally wrapping a 
Wonder-Liner around the circle at the center of platform will reveal another 
Platinum Coin. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 













2:40 6:00 6:20 Û VERY EASY 


EASY 
NORMAL 


^ Су 


Time 


B Гә mm 


2 C3 be |e | ر‎ 
[um 










3:00 3:20 3:40 0 HARD 
3:00 3:20 | 340 LOO 101% HARD Бынан 
200 800 600 400 VERY EASY 
1200 00 600 400 EASY 
Combo 1200 800 500 400 NORMAL 
1500 1200 900 600 HARD 
2000 1500 1000 500 101% HARD 
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U 200 1000 2000 VERY EASY 

0 500 1000 2000 EASY 
Damage Ü 500 000 2000 NORMAL 

0 1000 | 2000 4000 HARD 

0 1000 | 2000 4000 101% HARD 







ENEMIES PRESENT (ALL DIFFICULTIES) 
Koh-Tumeekey x2 | 





OPERATION 8 











ЭА 
ж” 


Koh-Tumeekeys can be a pain in pairs. Don't forget to take 
advantage of any attacks you can Unite Guts, in order to scatter 
their individual blocks. From there, they'll be at your mercy. 









ELEMENT PLATINUM 60 
1:50 2:10 2:30 2:50 VERY EASY 
1:50 2:10 2:30 2:50 EASY 
Time 1:40 2:00 2:20 2:40 NORMAL 
1:40 2:00 2:20 2:40 HARD 
1:40 2:00 2:20 240 101% HARD 
500 500 400 300 VERY EASY 
| 700 600 500 400 EASY 
| Combo 800 700 | 600 500 NORMAL 
1500 1200 | 900 600 HARD 
2000 1500 | 1000 500 101% HARD 
0 500 1000 2000 VERY EASY 
Taking place in front of Blossom Elementary School, Mission 4 б с8а 0. 18 ЕС TEE 
{ | "n: E 3 Damage 0 500 1000 2000 NORMAL 
pits you against two Orgon. This should be a familiar scenario : Bo | э AGE Та 
to you by this point. Remember that when you yank them out of о Ys aoe Aem 101% HARD 
the ground with Unite Whip for the stun, you can juggle them; 
you'll need to do this to meet the combo score requirements for ENEMIES PRESENT (ALL DIFFICULTIES) 
Platinum rank, especially on the higher difficulties. Orgon x2 


280 


` MISSION 4 
MEDAL REQUIREMENTS 
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| ~ “заи == m ш 
Upon completing Mission 4, return to the Mission 2 arena to trigger Secret | ca T oe 
Mission 5. ЕТ 





[4] In the aftermath of Mission 4, you have got a lot of collecting to do on the 
school grounds. Start by wrapping a Wonder-Liner around the fountain where 
Mission 4 occurred to recover Wonderful File No. 25. 









Next to the Platinum Coin window, you can extend a Wonder-Liner up the sa 
the building, until it eventually reaches another island floating above thes 
апа creates a ladder. On this island is a red supply box with СЕЛТНЕРЕ = 
No. 51. You can then use Unite Rocket from on top of that supply box te 
up to a Hero Heart Fragment. 


















On the left side of the main building, you can send a Wonder-Liner into 
window for a Platinum Coin. It can be hard to see the window initially, as it's 
in the shadows. 


fal 


| 4 m P el | U^ = 
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As you're leaving the school behind, don't miss the blue supply box ол жие 
of the main building, containing Wonderful Figure No. 58. 
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Wonder-Tombstone. Remember this island for later, as а Kahkoo-regah portal 
| eventually appear here. If you've yet to trig 


to the Mission 2 site now! 





Time 


Combo 1200 


пел 
ال ا‎ 
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Uu 
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Damage | 


©з ғ 


= | 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Dahkarts x2 


Ё 


As soon as you backtrack to the Mission 2 arena, Secret Mission 
5 begins, throwing a pair of Dahkarts your way. Be especially 
mindful of their stingers, as they can reach across a surprising 
amount of space on this small arena to hit you if you're not 


paying attention. 
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3| A small green island next to the supply box has c 
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r Secret Mission 5, head back 
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VERY EASY 
EASY 
NORMAL 
HARD 
1015; HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
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1:40 
1:40 
0:50 
3:00 
3:00 
500 
500 


600 


2000 
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MEDAL REQUIREMENTS 
PLATINUM GOLD SILVER BRONZE 
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3:40 
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400 


1000 
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1:50 
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ENEMIES PRESENT (УЕКҮ EASY-NORMAL) 


ENEMIES PRESENT (HARD-101 FoHARD) 
Doora x2 





cross, taking care not to slip off the sides inta the abyss below. A Cough-Foon 
will try to block your forward progress, but you can easily use its laser age 

| №. As you cross the cylinder, don't miss the Platinum Coin among the lines of 
Wondertul Batteries near the end of the cylinder. 





SECRET MISSION 6 | 





VERY EASY 
EASY 
NORMAL 
HARD 


101% HARD 


VERY EASY 
EASY 
NORMAL 
HARD 


101% HARD 


VERY EASY 
EASY 
NORMAL 


HARD 
101% HARD 





А lone Doora makes a brave stand against the Wonderful 100 on 
the roof of a building. Reward this bravery accordingly. 
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HARD AND 101% HARD MODE 
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Two Dooras in relatively close quarters will require more effort. If 
you can catch both close together, you can chain repeated Unite 
Bombs while sending your team at them in Unite Morphs, which 
can end the fight quickly. IF the Dooras aren't cooperating, stick 
to one target at a time. 





[8] The island next to the Mission 8 arena has some collectibles to retrieve 
the moment you set foot on it. А black supply box contains Wonderful Figure 
No. 91. The Wonderful Toilet just south of the supply box hides GEATHJERK 
File No. 32. Lastly, the groups of civilians between these items hides the hero 
Wonder-Motorbike. 


rire r£ "5 
"та | FS f & lud nrimansmaecgnm 
Ia пса! зате ішіде z WT T8 Con 











MEDAL REQUIREMENTS 
ELEMENT. PLATINUM GOLD 
5:20 5:40 

5.20 2:40 

Time 2:00 2:20 
3:00 3:20 

3:00 3:20 

4600 3000 

5000 1000 

Combo 6000 5000 
7000 5000 

8000 7000 

0 300 

0 500 

Патаде 0 500 
0 1000 

D 1000 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Deah-Kani 


| <, ОЗлю 





As you push farther into the island, а Deah-Kani appears 
interrupt your item collection. 


> س 





[9] On the northern edge of the 





island is an hourglass symbol painted am 
ground. Trace it with the Wonder-Liner to retrieve GEATHIERK File No = 





SILVER BRONZE 
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2:40 
3:40 


3:40 


2000 


3000 
4000 
5000 
6000 
1000 
1000 
1000 
2000 


2000 


MISSION 7 | 





6:20  . VERY EASY 
6:20 | EASY 

3:00 NORMAL 
4:00 НАВО 

400 101% HARD 
1000 | VERY EASY 
2000 | EASY 

3000 ` NORMAL 
4000 НАН 

5000 101% HARD 
2000 VERY EASY 
2000 | EASY 

2000 | NORMAL 
4000 HARD 

4000 101% HARD 


















MEDAL REQUIREMENTS 

ELEMENT PLATINUM 
2:20 2:40 3:00 3:20 NORMAL 

Time 1:00 1:15 1:30 1:45 HARD | 
1:00 1:15 1:30 1:45 101% HARD 


1000 800 500 400 NORMAL : 
| ҒА — "укта = WALKTHROUGH 
Combo 500 1200 800 500 HARD 


500 1200 £O 500 101% HARD 
2 3 NORMAL 
Damage 0 | 2 : HAND 
| 2 101% HARD 





[10] Lastly, the fan that can push you to the final mission of this level hides a ENEMIES PRESENT (NORMAL) 


амы Fl 


Platinum Coin. Find it by wrapping а Wonder-Liner around the fan vent. Surey Doora x2 








(Fl pe Ss | о о ооз ENEMIES PRESENT (HARD-101%HARD) 
s LE Beard Orgon x4 
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REWARDS FOR COMPLETION 


TE AF 


Normal Mode: Figure No. 76 Wonder-Jungle 


Hard Mode: Figure No. 48 Wonder-Ice Cream 
101% Mode: Figure No. 101 Vorkken 


OPERATION 8 





n order to trigger the appearance of the Kahkoo-regah portal for Secret 

Mission 8, you must use the fan to fly high into the air, high enough that you | 
сап see your destination island with the Wonderful Mart symbol on it. However, 
rather than jumping toward it, let yourself fall back down to the fan. You can 


now run back toward the school to find the portal. 





You're on the clock for this mission: two minutes to destroy two 
Surey Dooras. There's a number of ways to reliably brutalize lone 
Doora of any type, but two at once will require some ingenuity № 
you can catch them close together with Unite Bomb, you can start 
building up damage on both simultaneously with a high-powered 
Unite Hand. If you are willing to be a little risky, you can try to 
bombard the Surey Dooras with Unite Bombs while working to 
stun both. If you can pull this off when they're close to each other 
you might be able to catch them both with Wonderful Rising and 
Juggle them for significant damage. 
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HARD AND 101% HARD MODE 
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| Four Orgon in two minutes can be quite frustrating if they refuse 
| to group up, but considering their aggressive nature, that's not 
\ likely to happen. With a sufficiently powered Unite Whip, you 
| сап easily catch multiple Orgon while they swim through the 
| ground. You don't even have to catch their hook-tails; just smack 
their heads as they appear to launch them out of the ground 
and into a stun. The fastest runs at this challenge often involve 
stunning two or more of the Orgon at once and then laying into 
them with multiple Unite Hands from you and your team, further 
compounded by Unite Bomb effects. 


















With Secret Mission 8 taken care of, return to the fan and launch yourself toward the Wonderful Mart and the final mission of the level. 








MISSION: 


—-— MEDAL REQUIREMENTS 


ud 





ELEMENT PLATINUM GOLD SILVER BRONZE 








1:40 200 | 220 2-40 VERY EAST | 
1:40 2:00 2:20 2:40 | EASY 
Timê 1:00 1:20 “46 2:00 NORMAL 
1:20 1:40) 2:00 2:40 HARD 
1:20 1:40 25% 2:40 101% HARD. | 
400 300 200 00 | VERY EAST 
400 300 200 100 EASY | 
Combo 400 300 200 100 NORMAL 
600 450 300 150 | HARD ~ 
800 600 400 200 101% HARE 
Ü 500 1000 2000 VERY EAST 
ғ 0 500 1000 2000 | EASY 
= зы 2 | Damage 0 500 1000 | 2000 | NORMAL 
0 1000 | 2000 4000 | HARD 
All things considered, a lone Gedie Dough-Goo by this point seems fairly 0 1000 2000 4000 101% HARD 


anticlimactic for a final battle to any mission. Stay focused to avoid any | 
embarrassing run-ins with its spike armor. ENEMIES PRESENT (ALL DIFFICULTIES) 


Gedie Dough-Goo 


———————————————ÁÁÉ——— À————— — —Dum ссе — DR E € ———— Е — 
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OPERATION 008-В 











| WALKTHROUGH 


OPERATION 8 
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The Wonderful Mart found at the end of the first half of the Operation w 


[2] The Ferris wheel is moving too fast to safely board, but Unite Bamb can 
fix that. Before you take the ride, you've got some collecting to do. First off 


1 
ت‎ he h 


Wonder-Clown can be found among civilians in front of the attraction. Behind 
the Ferris wheel is a small building you can send a Wonder-Liner into, retrieving 
GEATHJERK File No. 42. The Gatcha next to that structure is holding Wonder- 


Zombie prisoner, The building on the other side of the Ferris whee! has a pink 
supply box on its roof, containing a helpful food item. 


was right next to Shifty's Used Cars, which you may remember from the first Operation al 
those hours ago. [1] You'll have to jump onto its roof once again to make a jump to the next island, wh 











which contains the Ferris wheel fram the second Operation 
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With that business over with, take the Ferris wheel once you've slowed й 6 


5 3 
with Unite Bomb. You'll automatically retrieve a Platinum Coin during thes 
and you'll be flung 


— 









to the next island. 





[3] You'll arrive back in front of the Blossom City baseball stadium, Їй 
way inside is sealed off by a mess of cargo containers. Before pulling 
Ж. 


open with Unite Hand, rescue the civilians close Dy. Among them is Жш 
Antenna. Now tear open the cargo container and proceed into the sla m 


= a 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 





SILVER BRONZE. 





2:20 240 | 3:00 3:20 VERY EASY 
2:20 2:40 3:01 3:20 EASY 
Time 2:00 2:20 2:40 300 NORMAL 
2:20 2:40 3:00 3:20 HARD 
2:20 2:40 3:DO 3:20 101% HARD 
2500 2000 1500 1000 VERY EASY 
2500 2000 1500 1000 EASY 
Combo 3000 2500 2000 1500 NORMAL 
3000 2500 2000 1500 HARD 
3000 2500 2000 1500 101% HARD 
^s soon as you run into the stadium, Unite Hammer the pitcher's - —- deos run АЗАЛЫ 


D 300 600 1000 EASY 
Damage 0 300 600 1000 NORMAL 


mound to find Wonderful Figure No. 47. 


0 150 300 500 HARD 
"TT 1 180 300 600 101% HARD 
















ENEMIES PRESENT (ALL DIFFICULTIES) 
Envan 


Next, use the Wonder-Liner to repair the nearby tank. Work fast, as 
the stadium is under fire from an Envan hovering around it. Once 
you climb into the repaired tank, aim its guns by steering the turret 
with the GamePad, while you drive the tank around the stadium on 
your television, avoiding incoming missile impacts that are marked 
by red reticles on the field. It is possible to shoot down the incoming 
— missiles, but this сап be difficult to manage. 
© Pa. | ^ Y 3 c: — E: саткан T ' Тһе Envan will orbit around the 
p ;— Ку Eu ы arena while firing, occasionally 
| ducking behind the walls to hide 
|| from your tank's cannons. After 
taking some damage, it will jet to а 
| new position to throw off your aim. 
|| It takes time for your shots to reach 
| their target, so if you're shooting at 
+ the Envan while it is moving, be sure 
to lead it slightly. As soon as you shoot down the Envan, it fires a 
last barrage of missiles that fracture a part of the baseball field, and 
the mission is complete. 














to another island [4] that is under missile fire. The 
Wonder-Fireworks imprisoned inside. 
ж gae 


A ыы түң, نکر‎ а 1 + C o аф Аз к = E Ты, — 1 LL" 
A Kahkoo-regah portal leading to Secret Mission 2 can be zi 


ЖИЛ ШТ 


ты сай шыга... 


found on top of the wall currently being bombarded. Before 
you make the climb, send a Wonder-Liner into a hole just 
underneath the fountain on the wall to find a Platinum Coin. 
To climb up the wall and reach the portal, you'll want to use 
the largest Unite Claw to help speed past and around incoming 
missile strikes. Climb straight up, then use a double-jump aff 
tne wall to get past the guardrail and reach the portal. 











288 








SECRET MISSION 2 
MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD SILVER BRONZE 

























t: ; NORMAL 
Time 2:30 3:20 3:40 4:0 HARD 
2:30 3:20 3:40 4:00 101% HARD 
3000 2500 2000 1500 NORMAL 
Combo 3000 2500 | 2000 1500 | HARD 
3000 2500 2000 1500 101% HARD 
0 1 2 3 NORMAL 
Damage 0 1 2 3 HARD 
0 1 г 3 10195 HARD 
ENEMIES PRESENT (NORMAL) | 
This is а surprisingly tame challenge, all things considered. You Vaaiki 1 
start the mission with 5O heroes on the team and must take m 
down a lone Vaaiki. Unlike the last time you fought this beast, NES PRESENT (HARD-101% HERD 
there's no threat of it suddenly growing in size, which takes away Vaaiki x2 
a significant portion of the danger a Vaaiki can present. Also 
inside the arena are enough civilians to bolster your team to full REWARDS FOR COMPLETION 
strength, though realistically it's not necessary to recruit them to Normal Mode: Figure No. 65 Wonder-Astronaut 


achieve Platinum rank. Your starting forces should be more than 
enough for a lone Vaaiki. 


HARD AND 101% HARD MODE 
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Hard Mode: Figure No. 63 Wonder-Death 
101% Mode: Figure No. 116 P-Star 



















The higher difficulty versions of this mission throw two Vaaiki at you, which makes recruiting the civilians in the arena more impor 
as you'll want to use the most powerful Unite Morphs possible to bring down both monsters quickly. Using Hero Time and Hero 3 
to keep yourself safe from most of their enemy's ranged attacks (and reflecting lasers with Unite Sword), build yourself up te = 
team before going in for the kill. Remember that Vaaiki are susceptible to Team Attack stuns like any other enemy you've faced. F 


can trap both close to each other with a Unite Bomb, then stun both, you can actually juggle the two simult 


aneously and cause aE 
amounts of damage to them even оп 101% Hard. 
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[5] On the second climbing section, a swarm of Mini-Dahkarts will attack you, while a Diedough-Goo ambushes you on the third wall. None of these hb 
rated, so its possible to avoid combat here altogether. Make sure 1j 


hat you don't miss the Platinum Coin at the top of the wall the Diedough-Goo teleports 
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[6] The large island just after the climbing section has several collectibles, 
mission proper. Wonder-Fixit is hiding among a crowd of civilians near the 
Wonderful Figure No. 54. 








MEDAL REQUIREMENTS 





Е VERY EASY 
2.20 2.40 1:00 3:20 EASY 








Time 200 2:20 2:40 3:00 NORMAL 
3:00 3:20 3:40 4:00 HARD 
3:00 3:20 3:40 4:00 101% HARD 
1200 900 600 300 VERY EASY 
1500 1200 900 500 EASY 
Combo 3500 3000 2500 2000 NORMAL 
5000 4000 3000 2000 HARD 
6000 4500 3000 1500 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage 0 500 1000 2000 NORMAL 
Ü 1009 2000 4000 HARD 
9 1000 2000 000) 101% HARD 


ЕМЕМІЕ5 РВЕЅЕМТ (АШ. DIFFICULTIES) 
Wave 1: Megang x2 
Wave 2: Hah-Gonay 





Tou must defeat both waves of enemies to gain access to the 
valve that you need in order to reach the next island. It's possible 
to soften up the two Megang in the first wave by throwing the fuel 
tanker lying next to the yellow supply box at them. If you want 
to do that, we do recommend wrapping it up in a Wonder-Liner 
before you actually trigger the mission, as the Megang do have 
abilities that can destroy the tanker before you even get a chance 
to throw it. The second wave is a lone Hah-Gonay carrying the 
important valve. 
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as well as Mission 3, but you can get to a number of these before starting the 


last wall-climb section, and а yellow supply box just south of the hero contains 
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Toss the valve from the Наһ-бопау into its proper place, then twist until a water 





geyser explodes from it. Roll into the geyser with Unite Ball, and it will aunch 


you high in the sky. Stay on course to reach a Hero Heart Fragment. You’ 


land back on top of the geyser and can jump from it to what remains of the 


tower [7] you defended at the end of the second operation. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 





















| 
1:40 2:00 2:20 2:40 VERY EASY | 1:20 1:30 1:40 2-00 VERY EASY 
1:40 200 | 2:20 2:40 EASY | 1:20 1:30 | 1:40 2:00 | EASY 
Time 0:50 1:00 1:20 1:40 NORMAL | | Тіте 1:10 1:20 30 1:50 NORMAL 
1:40 200 | 2:20 2:40 | HARD | 2:00 220 | 240 3:00 HARD 
1:40 200 | 220 2:40 — 101% HARD | 200 220 | 240 3:00 101% HARD 
400 300 200 100 VERY EASY | 700 600 500 400 VERY EASY 
500 400 300 200 EASY | 800 700 600 500 EASY 
Combo 1500 1200 | 800 600 NORMAL | Combo 2000 1500 | 1000 500 NORMAL 
1500 1200 | 800 600 | HARD | 2000 1500 | 1000 500 | HARD 
1500 1200 | 800 500 101% HARD | 2000 1500 | 1000 500 101% HARD 
0 500 | 1000 2000 VERY EASY | 0 500 | 1000 2000 VERY EASY 
0 500 1000 2000 | EASY | 0 500 | 1000 2000 | EASY + 
Damage 0 500 1000 2000 NORMAL | Damage 0 500 1000 2000 NORMAL 4 
0 1000 2%Ю0 | 4000 НАВО | 0 1000 | 2000 | 4000 | HARD 1 
0 1000 | 2000 4000 101% HARD | D 1000 | 2000 4000 101% HARD ' 
- ENEMIES PRESENT (ALL DIFFICULTIES) | ENEMIES PRESENT (VERY EASY-NORMAL) 3 
Nyerk Raydown x2 


т“. 


жал & 23 


ENEMIES PRESENT (HARD-101% HARD) 
Koh-Tumeekey x2 
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The tower is guarded by a lone Nyerk. Don't get too careless 
fighting it here; it can easily snag you from almost anywhere on 
the tower rooftop thanks to its size. | 


_ — о. 


Even іп an arena as small as this, a pair of Raydowns aren't tc 
SERENS threatening. Play defensively, letting them break their shields. 
Circle the Wonder-Liner around the center of the tower roof to recover | Via reflected lasers or cannon shots before you go all oue 
GEATHIERK File No. 31. Alternatively, you can do the shield-breaking yourself with 
| Hammer, switching to Unite Sword only to defend against lasers” 








То reach the next mission, you'll have to use a floating fuel tanker as a platform 
to jump from the tower onto the next island, 
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HARD AND 101% HARD MODE 
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Replacing the Raydowns on the higher difficulties is a pair 
of Koh-Tumeekeys, which are a fair bit more threatening. 
Unfortunately for them, the constricted arena makes it easy to 
trap both with Unite Bombs, which takes a lot of the danger out 
of their various morphing abilities. 





From the Mission 5 island, jump onto the Maglev car to the north, and Unite 





Hammer on the rear section to uncover a Platinum Coin. 
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The next jumps away from the Maglev car can be a bit dicey. If you're unsure 
about judging your position before or during the jump, you can always send out 


a Wonder-Liner to help line up the jump. 





[8] The next large island has a green supply box with a Platinum Coin inside 


Next to the box are more civilians, with Wonder-Vender hiding among them 
There's also a Wonderful Toilet and a flower bed close by, both of which contain 
useful food items. 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM — GOLD 





SILVER BRONZE 








2:40 3:00 3:20 3:40 VERY EASY 
2:40 300 3:20 3:40 EASY 
Time 1:50 2:10 2:30 3:00 NORMAL 
2:40 3:00 3:20 3:40 HARD 
| 2:40 3:00 3:20 3:40 101% HARD 
3000 2500 2000 1000 VERY EASY 
3000 2500 2000 1000 EASY 
Combo 3000 2500 2000 1000 NORMAL 
3000 2500 2000 1000 HARD 
3000 2500 2000 1000 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage Ü 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


- ENEMIES PRESENT (ALL DIFFICULTIES) 
Ankho х2 
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From the Mission 6 island, you'll have to cross a set of smaller platiorms ses 
blocked off by a spike barrier. For players on their first run-through, es 
forget to extend a Wonder-Liner off the side of the first island [9]. Жаа 
build a bridge from it to another smaller island where a white supply box ав 
Inside it is Wonderful Figure No. 38. 














Normally, fighting two Ankho can be a rough proposition, but 
the relatively small size of the arena, coupled with the sheer size 
of the Ankho, makes things a little easier. You can use midsized | 
Unite Bombs to easily slow the pair down, coupled with Hero | | 
Time and Hero Sense to help react to attacks you can't stop, such | | 
as their spin slashes. | 


b. 


After busting through two spike barriers, you will have to whip-swing 
a large chasm to reach the final island and the Wonderful Mart. Ё Ж 
slightly to the right, you can land on a flower bed that will provide Sem 
once rejuvenated. When you're ready, walk to the Wonderful Mart Sys 
complete Operation 008-B. 
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ОРЕКАТІОМ 008-С 


їпеілег he wants to or not, Luka is coming back to the Virgin Victory. Hopefully 
ine team can figure out a way to restore Margarita and 
"eet before it pounds humanity into a carpet stain. There is the small task of 


resting the child from the hands of Officer First Class Gimme. and he's excited 


x iim murem rs BEC ұла ctt IL ou М Тено mete dei 
at пе prospect ої DET SORAN smashing Your nopes to dust. 


- 

















After the union-mandated pre-battle expository taunting, Gimme's ship fi 


off to finish off Mother Platinum. while Wonder-Red activates Unlimited Form. 


egi "m а = El frais Илен е м Hit ine ana Tell] 
fou re pr ompted to take the Virgin Viclor ЕЗ wheel to Chase ine слепу ao um. 


Dodging the debris from buildings shattered by Gimme's weapons, you 
nave to use the Virgin Victory s guns to shoot out the engines of Gimme's ship. 
Tou сап accelerate to get closer and quarantee your shots will hit home, but 
that puts you 


in danger of taking hits from the Cough-Foon that 


swoap Into the 


area to fire their lasers, 


Retreat is no longer an option until the Virain Victory gets its own engines | 


two squads of Dough-Goo, 





MEDAL REQUIREMENTS 





22:00 23:00 24:00 25:00 VERY EASY 


i 2 FASY 
Time 22:00 23:00 2400 25:00 NORMAL 


22:00 23:00 4:00 25:00 HARD 
22:00 23:00 24:00 25:00 10195 HARD 
ADUU 2000 VERY EASY 








4000 2000 ЕА5Ү 
Combo 9000 5000 3000 NORMAL 
12000 9000 5000 HARD 
3000 15000 | 12000 9000 101% HARD 
0 1000 2000 4000 VERY EASY 
| 1000 2000 EASY 
Damage 1000 | 2000 NORMAL 
2000 4000 8000 HARD 
D 2000 4000 АЮ 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Cough-Foon, Dough-Goo, Chew Dough-Goo 
x3, Dahkarts, Megang х2, Hah-Gonay, Doora 
x2, Ankho, Turrets x4, Giga-Goojin 








зітте 5 engines, you're prompted to "tackle" the 
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smig 
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Dy accelerating right into it. After two impacts, the Virgin 


'odged onto part of the ship's hull, and the team boards the GEATHIERK vesse 








p and running. Charge forward through the narrow trench, 
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You eventually reach what appears to be a dead end, with a trio of Chew With the Ankho no longer in the picture, four pillars rise around the 
Dough-Goo waiting for you. When they are beaten, a Dahkarts teleports in elevator, each armed with a cannon, and a laser beam traces a 
to take their place. Destroying it will grant you access to a valve that you can 


destruction on the ground. Moments after the laser passes, flames erunt es 
place at the center of the deck. Rotating it will lift the deck elevator to the next wake. Stay mobile to avoid taking direct hits, and concentrate on десте 
ievel on the ship. 


the turrets. Keep in mind that even if the turrets are destroyed, the pias 
| still fire lasers at you. 





—— а. 
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Soon after you arrive оп the second level, the valve seli-destructs, and two 
Megang show up to ambush you. Once you defeat the Megang, a Hoh-Ganay 
appears, The Hoh-Ganay drops a replacement valve for you to move the deck 
elevator up another level. 


As you wipe the turrets out, Unite Hammer the pillars back inside Gimme | 
This causes catastrophic damage to the ship, and as it collapses, you те f 


esc 
to Wonder-Jump to a passing GDA fighter commandeered by Immorta 





Following another round of verbal jousting and melodrama, Gimme summons a 
pair of Dooras to attack you. Shortly after you dispatch them, an Ankho makes The loss of the ship doesn't appear to have slowed Gimme down = € 
Its presence felt. though. 
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GEATHJERK Encounter: Gica-Goojin 


Gimme's 
specially 
customized 
assault 
mech, the 
Giga-Goojin, 
is the assault 
platform at its 
absolute peak. 
Using a special control system that allows the machine to mimic 
the movements of its commander, the Giga-Goojin is significantly 
more powerful than the vast majority of GEATHJERK armor. 
Specializing in brute physical combat, the Giga-Goojin stands 


unequalled and unrivaled. 





А series of events places you in command of the Platinum Robo the one 
combat machine available that can stand up to Giga-Goojin. The stage is set for 
another exciting boxing match! 





yyy, 
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Fundamentally, this fight is very close to fighting Wallgah-Gaojin. Giga- Goojin 


has the same basic punches and kicks that Wallaah-Gc 


igan-Goojin had, а counter- 
headbutt, and the ability to fire lasers from its Eyes a5 Opposed to its mouth. 
Giga-Goojin's kick arsenal is slightly expanded, adding a faster set of straight 


KICKS, 


As with the ка against Wallgah-Goojin, Platinum Robo has the ability to 
pna stars to build up a KO Punch and can build up a Special Laser meter to 
rurther punish Giga- sae should you manage to stun it. You can still cross- 
counter punches from Giga-Goojin, setting up opportunities for Special Lasers 
or KO Punches, 


owever, in addition t 


о being а stronger and faster fighter, d ga-G боліп! 


definitely calmer and morê prêcise. There will be times during the fight whe 


| 15 


ere 


he simply does not attack an velis 5 for you to initiate. Не" qe try for a hopeful 
drill uppercut every now and 





then, 
moments when you're dizzied 








VOU ll typically see it more often during 


WALKTHROUGH 


As with the Wallgah-Goojin, Giga-Goojin has “tells” on his face that let you know 


what punch he's 


er dr aining through a | large chunk of Giga- -"Goojin's overall health, an e 


ымыы 


eyes оп his face to determir 


p for the punch, and that wi be your only tell before he cuts loo 


occurs where he fires a hard-light laser beam t! hat you must punch : 
through before delivering a colossal blow. This thoroughly upsets Gimm 
he takes things to the next level. 


1e what fist is headed your direction. Of c 


for larger punches like uppercuts or low blows, he'll throw his body 
windup 


Ve! TE 





adi ur | 


going to hit with. Watch the large bulbs on his forehead and 
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ОҒ all the attacks Giga-Goojin gains during the second half of the match 
most frustrating is the Kaizor Diejeah. He will hover in the sky, symbols igi 
up the screen, and wave an arm to the left, right, or straight down. The = 
orbiting behind him will suddenly rush at you from either side of the sas 

















or from above, following the order of his arm movements at roughly ће = 
intervals. Blocking these is not an option, as eventually your guard will bes 
To avoid any attacks from above, you can sidestep, but the attacks Tomi 
side can only be cleanly dodged by jumping straight up with the correct fee 
If there is an attack that will ruin а Pure Platinum run on this boss, it 15 Бе 











E. u The fight is over once you manage to drain all of Giga-Goojin's health: Pre 

| сән ИШИ. аЬ Е for shocking revelations, and the sounding of the horn that hera 
apocalypse. Could your efforts up to now have been for naught? 15 RS 
well and truly doomed? More importantly, was the statement "The тесе = 
is possible when you're Wonderful, baby!" a lie all along?! 






Giga-Goojin starts using many new attacks. He'll start throwing hapless 
Gah-Goojin and fireballs at you and even summon a horde of tentacles from the 
waters below to try and grab on to you. You can punch aside the Gah-Goojin 
and even punch the fireballs right back at Giga-Goojin. The tentacles should 
be avoided at all costs by dodging to the side just before they come out of 
the water. 


If the tentacles do grab on to you, follow the onscreen prompts to 
escape, and do this as quickly as possible. 
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MEDAL REQUIREMENTS 


ELEMENT PLATINUM GOLD 





0:30 10:00 11:00 12:00 VERY EASY 
9:3 0-00 1:00 12:00 EASY 
Time 9:30 10:00 11:00 12:00 NORMAL 
3:30 0:00 11:00 12:00 HARD 
3:30 0:00 11:00 2:00 101% HARD 
18000 16000 14000 10000 VERY EASY 
20000 18000 160 12000 EASY 
Combo 22000 20000 8000 14000 NORMAL 
24000 22000 | 20000 5000 HARD 
25000 23000 | 21000 7000 101% HARD 
0 500 1000 2000 VERY EASY 
Ü 500 JOD 2000 EASY 
Damage Ü 500 1000 2000 NORMAL 
0 500 1000 2000 HARD 
0 500 1000 2000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 


Shooter Segments: Cough-Foon, Tumeekey, 
F“ L 
Ew ИГП елу 
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After the opening cutscenes finish establishing the severity of the 
situation, Platinum Robo takes off and "borrows" a Cough-Foon 
to use as a weapon, and you're thrust into high-speed shooting 
action. Study up on the control instructions provided by the game 
just before the fighting begins, and get ready! 


From various points on the screen, formations of Cough-Foons 
and Tumeekeys will fly into view, firing energy bolts at Platinum 
Robo. Try not to sit directly in front of where the enemy flies onto 
the screen, as you may take unnecessary hits simply because you 
will not see them coming. Platinum Robo has two types of basic 
attacks: regular shots and homing shots. Firing homing shots 
consumes your Unite Gauge, and if it's empty you'll only be able 
to fire regular shots. Make them count by locking on to large 
numbers of enemies by guiding the target reticle over them with 
the Right Stick. Your firepower is further bolstered by the Virgin 
Victory, which will mimic your movements and fire regular and 
homing shots at your enemies. 





Always keep an eye out for gold Cough-Foons: These will drop 
stars. You need to collect three of these to be able to fire the 
High-Powered Laser The High-Powered Laser will demolish 
nearly anything it touches in a single hit, and even large and 
more protected targets will not last very long if the beam remains 
focused on them. 
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You can boost the power of your regular shots by collecting 
power-up boxes with the Platinum logo on them. This gives your 
regular shots a wider range, which makes hitting targets much 
easier. 
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After hammering all of the cracks you сап see, most of the Env: 
falls away, leaving its central core. A Megang teleports in to = 
and stop you. Опсе you defeat it, you're prompted to smash қ 
Unite Hammer into the center of the Envan to destroy it; them 


you must Wonder-Jump back to Platinum Robo to continue te 
shooting action. 







After fiying and fighting for a few minutes, an Envan intercepts 
Platinum Robo, restraining it and forcing the team to disembark 
and deal with the Envan personally. As you do, two Dooras will 
teleport in to fight you. Between the two Dooras that spawn 
in is GEATHJERK File No. 43. After you beat them, you'll have 
to hammer away at the cracks on the Envan's head. Make sure 
you don't miss out on hammering a secret location to recover 
Wonderful Figure No. 88! 


The action intensifies during the second shooter section. Age 
stay mobile and don't linger in front of groups of enemies) 
minimize the chances of taking damage. You're still being 
for Mission 1 at this point! 











Eventually a Kaizor Diejeah makes an appearance. It is extremely 
vulnerable to homing shots, and you're able to lock a shot onto 
every segment of its body provided you've got the meter to 
support it. Watch out for its fireballs and pour on the heat until 
you take it down. 
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Large constructs appear to be lined up vertically and horizontally 
in front of you as you leave behind the destroyed Kaizor Diejeah. 
Destroy these obstacles with homing shots. By this point you're 
finally starting to reach the front lines of the GEATHJERK armada, 
with the Shirogane Comet growing larger by the second. 


You'll still be harassed by waves of Cough-Foon and 
Tumeekey, but you'll also start to see large battle cruisers rushing 
at you from in front. These big ships can take a lot of punishment, 
but the High-Powered Laser can scrap 'em before they bring their 
big guns to bear on Platinum Robo. We do recommend holding 
on to your High-Powered Laser at this point, as eventually the 
Jerks send out a new weapon as you close іп on your objective. 





Sporting an odd design, the Gunchew is an unmanned space 
fighter that augments its combat capabilities with a swarm of 
smaller drones that orbit rapidly around it, overwhelming targets 
with a barrage of firepower. Though it is designated a fighter, its 
size is comparable to that of Platinum Robo itself! 













Fighting Gunchew is all about avoiding being in front of it. Work 
the homing shots from safe angles, but keep up the regular shots, 
too, as destroying the smaller drones surrounding Gunchew 
restores your Unite Gauge. You'll likely run out of energy to 
use homing shots with, so hopefully you've recovered as many 
power-ups as possible to juice up your guns, which will let you 
keep damaging the Gunchew in relative safety. The Gunchew 
will continuously summon replacement drones while unleashing 
fireballs іп a variety of patterns, so you're never free of their 
threat until the Gunchew is destroyed. 





The Shirogane Comet awaits. 
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MEDAL REQUIREMENTS 
EET SILVER BRONZE | You can go from full health to the continue screen in seconds = 



























2-40 300 — 320 340 | VERY EASY УЧ remain in the line of fire. More problematic is your limi 
2:40 3:00 3:20 3:40 EASY field of view, which makes it a challenge to properly роз 
Time 2:40 3:00 3:20 3:40 NORMAL yourself safely from all various enemies' attempted 
2:40 3:00 3:20 3:40 | HARD attacks. its best to try and stay as centered in the trench 
2:40 3:00 205 340 | 101% HARD possible making adjustments as the situation demands. E + 
209 oan к=н 190 ЫДЫ дылы start straying too much to the sides, you'll be in position foc 
Combs m um i an aot evt Cough-Foon to blast you or a Megang to ram you. 
5000 4500 4000 3500 | HARD Most problematic is the size of Platinum Robo's hit E 
5500 4500 | 4000 3500 | 101% HARD Аз a rule, even if an enemy or an attack looks like it's oom 
: Е 1502 280 aS EASY to just barely miss hitting PR's head, don't take the chance 
Jd «ҚАУ HJ ЕО 
Damage 4 500 1000 2000 NORMAL maneuver farther away from the danger. 
0 500 1000 2000 HARD = | 
0 500 | 1000 | 2000 101% HARD EA 
ENEMIES PRESENT (ALL DIFFICULTIES) Ath =" E mmm М i 


Dough-kun, Cough-Foon, Megang, Kaizor 
Diejeah, Kaizor Ohrowchee 





A Kaizor Diejeah marks the halfway point to this mission, rur 
down the center of the trench while Megang swarm оп the = 
from behind you. A High-Powered Laser can make this = 
encounter much shorter and less stressful, but if possible ш 
definitely recommend holding on to your High-Powered 
shot for the final confrontation of the mission. 
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After several more sets of enemies follow the attack of the Ж; 
Diejeah, а Kaizor Ohrowchee takes center stage. If you d 
have the High-Powered Laser available, prepare to work for | 
fight. Kaizor Ohrowchee will fire large spreads of fireballs 
require you to fly an elaborate path around them, usually р 
you in range of the monster's spinning tail swipe. This 5 
conserving the High-Powered Laser is recommended! The “е 
this dragon is turned to scrap, the fewer chances it will 
ruin a Platinum run. 















If there is any mission that will ruin your Pure Platinum run of 
Operation OO9-A, it is definitely this one. Taking place from an 
isometric perspective, you must guide Platinum Robo down a 
narrow trench, avoiding swarms of enemies that attack from in 
front and behind. Waves of fighters charge in from the front, 
while Megang formations roll in from behind. Cough-Foon 
present the most significant threat, as their beams are capable 
of causing heavy and continuous damage to Platinum Robo. 





This is it. After fighting your way past the GEATHJERK forces 
defending the Shirogane Comet's firing mechanism, it's time 
to win this war. As soon as the weapon fires and you're given 
control, your job is to sweep the stars of Jerks. The Platinum 
rank relies heavily on destroying the enemy forces as quickly as 
possible. Start on one side of the fleet and systematically work 
your way through it. Ships that might have slipped past your 
wrath will be indicated with arrows on the side of the screen. 
With the fleet destroyed, Earth has been saved! 


GEATHJERK Encounter: GEATH-WaAHKSAY 








MEDAL REQUIREMENTS 
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ENEMIES PRESENT (ALL DIFFICULTIES) 
GEATHJERK Invasion Armada 












VERY EASY 
EASY 
NORMAL 


HARD Xii = 
101% HARD peal eee | 


VERY EASY 
EASY 
NORMAL 
HARD 


101% HARD 
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4:30 2:00 5:00 

4:30 5:00 6:00 

Time 4:00 4-30 5:30 
441) 4:30) 5:30 

4:00 4:3 5:30 

14000 | 12000 

16000 4000 

Сотһо 18000 16000 
20000 18000 

22000 20000 

500 1000 

0 500 1000 

Damage 0 500 1000 
0 500 1000 

0 500 1000 
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ENEMIES PRESENT (ALL DIFFICULTIES) 


Cough-Foon, Tumeekey 








VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 
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Picking up where Operation 009-A left off, the Virgin Victory and Platinum 
Robo blast off to strike at the GEATHIERK Federation's ultimate ace in the hole. 


Retreat was never an option. 








Expect more swarms of Cough-Foon and Tumeekey to strike here. 
with GEATHJERK battle cruisers sweeping in from the sides of 
the flight corridor. The Jerks are also deploying laser mines that 
obstruct your route with energy beams stretched between two 
emitters. Lock on to these for homing shots or destroy them with 
regular shots, contributing to your score. There are significantly 
more enemies as you get closer to the GEATH-Wahksay, 5o sweep 
the lock-on reticle across the screen as much as possible to find 
and destroy targets. 


міл 421 


After breaking through the heavy enemy defenses, you're attacked by a trio of Giga-Goojin, all of whom are configured for long-range 


combat. That would be a mistake on their behalf. Keep weaving around their attacks, landing homing shots and regular shots every 


time the opportunity arises. Bringing this elite squadron down completes the first mission. 
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MEDAL REQUIREMENTS 
| ELEMENT = PLATINUM 





SILVER BRONZE 


5:00 6:00 5% 8:00 VERY EASY 
5:00 5:00 7:00 8:00 ЕА5Ү 
Тіте 50 5:00 7:00 8:00 NORMAL 
3:00 600 Қ) 8:00 HARD 
5:00 6:00 7:00 8:00 101% HARD 
2000 1500 1000 500 VERY EASY 
3000 2500 2000 1500 EASY 
Combo 4000 3000 2000 1000 NORMAL 
2000 4000 3000 2000 HARD 
6000 7000 5000 5000 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 EASY 
Damage ) 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Gah-Goojin, Vaaiki 
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[1] Shortly after landing on the deck of one of GEATHJERK's 
cruisers, you can immediately collect a Platinum Coin right 
next to your starting position. Afterward, move forward while 
collecting all of the Wonderful Batteries in the area until you 
reach a sealed door. This will trigger a swarm of Gah-Goojin to 
come pouring out from smaller hangars flanking the big door. 
Knock these foes out with Platinum Robo's Punches and kicks 
to be able to transfer a member of your team to these combat 
mechs. With your army Partially restored, you regain full access 
to all of your Unite Morph abilities! Now you can pound through 
the sealed door to reach the area beyond. 
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After you advance to the next part of this zone, blue and red supply boxes 
will appear in the first section. They contain Wonderful Figure No. 19 and 
Platinum Coin. Additionally once Mission 2 is complete, you can 


return back to the first section to find а Kahkoo-regah portal, 


= 
= 
= 







= 
ГЕ 


С 
ый 













[2] Just beyond the door Is a yellow supply box with Wes 
Figure No. 84. You can also circle a Wonder-Liner агоштё 
eye-shaped symbol on the ground in front of the des 
GEATHJERK File No. 35. More Gah-Goojin swarm from % 
flanking a second sealed door. Once you've commandeerez 





mechs to your cause, a Vaaiki teleports into the area, ready for 
a fight. Once it's out of commission, you can destroy the second 
sealed door to move onward. 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM 











Pink and red supply boxes will appear in the second.section afer you enter the 
third section. They contain a Hero Heart Fragment and Wonderful File No. 
21. Don't forget—aonce Mission 2 is complete, you can return back to the first 


Se 


tion to find a Kahkoo-regah portal to reach Secret Mission 3. 


г] 





[3] А third sealed door stands between you and your goal. 
Once again, a swarm of Gah-Goojin will rush your team. Once 
you've added these new recruits, you should have a 100 mech 
team. Two Vaaiki join the brawl shortly after you've dealt with 
the Gah-Goojin. This completes Mission 2! Now go back, collect 
any items you've missed, and return to where you started this 
excursion. You find a Kahkoo-regah portal. 


11:00 30 00 2:30 NORMAL 
Тіте 11:00 11:30 12:00 12:30 HARD 
11:00 1:3C 00 12:30 101% HARD 
2000 10000 1000 12000 NORMAL 
Combo 9000 10000 | 11000 12000 HARD 
SOK 10000 | 11000 2000 101% HARD 
0 1 2 3 NORMAL 
Damage Ü | 2 3 HARD 
0 | 3 1017» HARD 


ENEMIES PRESENT (NORMAL) 
Die-Rixen 


ENEMIES PRESENT (HARD-101% HARD) 
Die-Rixen, Kuzzler x3, You-Hough 


REWARDS FOR COMPLETION 
Normal Mode: Figure No. 100 Wonder-Antenna 
Hard Mode: Figure No. 93 Wonder-Fixit 
101% Mode: Figure No. 118 Platinum Robo 
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You start this mission with 50 teammates and а large Die-Rixen 
staring right at you. There are enough civilians in the arena to 
boost you up to a team of 100 heroes, though collecting them 
all in time can be tough thanks to the Die-Rixen's artillery fire and 
its ability to suddenly dash across the arena and run over whole 
crowds of civilians. 


Realistically you don't actually need the extra manpower 
Concentrate on avoiding artillery and firing back any cannonballs 
the Die-Rixen fire using Unite Gun or Whip to stun it. Then climb 
up to its main turret, pry it open with Unite Claw, and go berserk 
on its weak point. 
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HARD AND 101% HARD MODE 
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Secret Mission 3 on Hard or 101% Hard will likely be the source 
of more completely ruined Pure Platinum runs than just about any 
mission in the game. You start off with the same 50-man team 
standing in front of a Die-Rixen. However, three Kuzzler have joined 
the show and the Die-Rixen has learned the ability to summon 
groups of You-Hough to the battle. 


This fight is all about threat management. Your first job is to 
TRY to get your team up to 100 heroes. There's significantly more 
enemy fire to be concerned with, which can put a wrench in your 
plans. But that alone is not as bad as the possibility of having the 
Kuzzler chain their anti-Unite fields back to back, which more or 
less completely ruins your offensive capability, Team Attacks can 
stun one, but if another anti-Unite field appears (and it probably will). your offense is still more or less toothless. Take advas 
any opportunity to stun a Kuzzler, wrap it in a Wonder-Liner for a throw. or have your teammates throw their cannonballs back = = 
You're going to spend a large portion of this fight on the run until you neutralize the three Kuzzler. 


The other option is to use well-timed Unite Bombs to slow the Kuzzler down while you close in to deal big damage. Easier ss о 
done, of course. 


With the Kuzzler gone, the Die-Rixen will not present a significantly greater threat than it did on the lower difficulty modes 
You-Houghs can be annoying but are still fairly easy to manage. It's possible to do this mission without collecting any extra Gua 
but the trade-off here is that your Unite Morphs will not be nearly as effective against the enemy. 


With everything on the ship collected or beaten into 
submission and recruitment, punch your way through 


the final door to continue your journey. 














MEDAL REQUIREMENTS 





ІМ GOLD === 
00 5:30 | 600 6:30 VERY EASY 
5:00 5:30 6:00 6:30 EASY 
Time 5:00 5:30 6:00 6:30 NORMAL 
zx id 5:30 6:00 5:30 HARD 
bl 5:30 6:00 6:30 101% HARD 
2000 DOO 3004) 2000 VERY EASY 
5000 5000 4000 3000 EASY 
Combo 7000 6000) 3000 2000 NORMAL 
8000 7000 5000 500%) HARD 
9000 BOO) 7000 6000 101% HARD 
J 500 1000 2000 VERY EASY 
Ü 500 1000 2000 EASY 
Damage Ü 500 1000 2000 NORMAL 
0 500 1000 2000 HARD 
О 500 1000 2000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Gah-Goojin and Wallgah-Goojin 





А series of shield bulkheads begin to seal up part of your 
flight path, and no matter how hard you try, the robots you've 
commandeered for your team will be destroyed bit by bit as you 
pass through the increasingly smaller gaps in the shields. At one 
point you must hold open a shield long enough for the Virgin 
Victory to pass through, an event that can be failed, sending you 
back to the start of this section. 





It becomes apparent that the Virgin Victory isn't going to make it 
through the next set of defenses, so you are forced to abandon 
the ship with Unite Glider. Dozens of Gah-Goojin fly directly at 
you, and they must be avoided! 





The sudden ambush from a Wallgah-Goojin looks to be the end 
of our heroes, but then Chewgi and the rest of the Guyzoch 
appear countering the attack with Unify Naginata. Now you 
can fly with near impunity, reflecting missiles from the Wallgah- 
Goojins or destroying any Gah-Goojin that come close. 
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And yet the danger only continues to multi 


destination. Vorkken suddenly flies into plac 


MEDAL REQUIREMENTS 





3:30 4:00 4:30 5:00 

3 30 400 4:30 E 00 

Time 330 4:00 | 4:30 5:00 
3:30 400 | 4:30 5:00 

3:30 ШЕ = Га E жа 

Ээ, el ol eb 

1500 1200 900 300 

800 1400 ' 1000 400 

Combo 2000 1500 | 1000 | 500 
2500 2000 50 000 

300 2500 2000 500 

} 200 | 1000 2000 

9 500 1000 2000 

Damage D 500 +000 00 
0 1000 | 2000 | 4000 

9 000 | 2000 | 400 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Notoriyeah x3 
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ply, as in the distance, walls of laser néts begin to appear between you and 


e and sets up the Unify Boomerang abilityl Turning the entire team into a blade 3 
whirling destruction, you can fly through the enemies and their attacks with no worries. However. you must still 


the laser netting as much as possible. Survive this final frantic sequence to land on the GEATH-Wahksay! 












take care to = 










SSS RR 


MISSION 





VERY EASY 
EASY 
NORMAL 
HARD 

10175 HARD 
VERY EASY 
EASY 
NORMAL 
HARD 

10175 HARD 
VERY EASY 
EASY | 
NORMAL NEUE +, 

HARD The moment you land on GEATH-Wahksay, you're surroundes 
101% HARD all sides by Notoriyeah reactors. all of which are capable of $9 ' 
unreflectable lasers that sweep across the entire battlefield | 
annoyingly, the reactors can deploy anti-Unite fields thas = 
interfere greatly with your offensive. Vorkken's Unify Boome 
is extremely effective at hitting the reactors from afar Ye. = 
stand in the center of the arena. allowing the lasers to = 
overhead, while you throw the largest Unify Boomerangs you am 
at the reactors. Hero Sense and Hero Time once again have = | 
of value at helping you avoid taking damage. 













However, before you destroy the three reactors. you 


some collecting to do. Get it out of the way before you saî 
fight. 
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First, circle а Wonder-Liner around the circular design = 
very center of the arena, between all three reactors, to Же 
Wonderful Figure No, 33. 
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Next, create the largest Unite Hammer possible. With 200 heroes 
involved in its creation, the Unite Hammer is absurd in size and 
power. More importantly, a single swing against the ground will 
cause a shock wave that will trigger every hammerable spot in 
the arena. Sure, you could go to each one of the six nubs sticking 
out of the hull that surround each reactor and hammer them all 
individually, but that's just too slow. This method will allow you 
to uncover the following items all at once: Wonderful File No. 
22, Wonderful Figure No. 14, and a Platinum Coin. Every other 
hammer point in the area has a Wonderful Battery or some sort 
of useful food item. 





Finally, near the western reactor [4] is a black supply box that 
holds another Platinum Coin, Just south of it is the hero Wonder- 
Astronaut, With the place cleaned out of collectibles, finish off the 
reactors to complete Mission 5. 


WALKTHROUGH 
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[5] A section of the fortress's hull collapses, dropping the heroes deep inside 
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the four hammer spots on this platform, one of them holding the last Platinum 
Coin. 


way to escape. lechnically this is where the level 


| walk toward the device Wonder-Pink points 0 
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Mext, you might notice а statue lloating on a raised ledge behind yOu 
would бе Wonderful Figure No. 81. You can also trace the D shape near the 


statue to tr gaer thé appearance of a Kahkoo-regah por tal. 





SECRET MISSION. 





MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE OS 
0:45 0:50 | 0:55 1:00 | VERY EASY “00:57:00 
0:45 0:50 0:55 1:00 EASY ai 
Time 1:25 1:26 1:27 1:28 NORMAL 3 
1:25 1:26 1:27 1:28 HARD 
1:25 1:26 1:27 1:28 | 101% HARD 
4000 3000 | 2000 1000 | VERY EASY 
5000 4000 3000 2000 EASY 
Combo 1200 1900 800 600 NORMAL 
1200 1000 800 600 HARD 
1200 i000 | 800 600 101% HARD 
0 | 2 3 VERY EASY 
0 1 2 3 EASY 
Damage 0 | 2 3 NORMAL 
0 2 3 HARD 
0 | 2 : 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Dough-Goo 


ENEMIES PRESENT (HARD-101% HARD) 
Dough-Goo, Diedough-goo 


REWARDS FOR COMPLETION 
Normal Mode: Figure No. 78 Wonder-Bulb 
Hard Mode: Figure No. 68 Wonder-Vender 
101% Mode: Figure No. 116 Wonder-Captain 






In one minute, you must destroy 100 Dough-Goo. It sounds easy, but to make the time, you should not use Unite Bomb, ae 9 
too long to kill the enemies. Unite Sword's naturally broad swings and long-range Wonderful Stinger attack make it perfect foc 
multiple targets and chasing stragglers down. 


HARD AND 101% HARD MODE 








Things are made complicated by the addition of a Diedough-Goo, on top of all the Dough-Goo that you must slay. You dex 
extra 30 seconds on the clock, so that can help. As soon as the Diedough-Goo appears, Unite Bomb it solely to set up a s г. 
juggle it for the kill. If you work fast enough, you will have plenty of time to spare for hunting down the Dough-Goo. 





With the Kahkoo-regah portal and all the collectibles in this 
area complete, attempt to cross the bridge 10 rendezvous with 
а Wonderful Mart and bring this part of the operation to a 
close. 
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OPERATION 009-С 


w at the core of the GEATH-Wahksay, and with no apparent hope for escape, our heroes prepare to bravely face their true nemesis. The fiercest on ponent, the 





greatest Jerk of them all, awaits the reckoning of justice. 


MEDAL REQUIREMENTS 








ELEMENT PLATINUM SILVER BRONZE 
10:00 33:00 37.00 VERY EASY | 
30:00 33:00 37:00 EASY 
Time 30:00 33:00 37:00 | NORMAL 
5:0 37:00 41:00 | HARD 
35:00 37:00 41:00 101% HARD 
10000 35000 | 30000 25000 МЕВҮ EASY 
45000 | 40000 | 35000 20000 EASY 
Combo 50000 45000 | 40000 | 35000 | NORMAL 
50000 45000 | 40000 | 35000 HARD 
50000 45000 40000 35000 101% HARD 
0 4000 | 8000 2000  VERY EASY 
0 4000 | 8000 12000 | EASY 
Damage 0 4000 8000 12000 | NORMAL 
0 4000 | 8000 12000 HARD 
0 4000 | 8000 12000 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Jergingha (All Forms) 





Operation 009-С opens up where the previous section left off. You can walk straight Ward to ips the final bass battle. Don't do this right away if this is your BITS: WT Es 
ru T 


first time here! | бова ei away from your platform toward the main arena, but guide yourself back to the bridge. Your entire team must be off the around 
and technically over the divi Ms ine between platforms. This will trigger the appearance of a wh supply box near where the Wonderful Mart once stood. Inside it 
is GEATHIERK File No. 34. ! oceed onward to meet your destiny, along with the dramatic reveals that come with it 


PHASE ONE a | 


GEATHJERK ENCOUNTER: JERGINGHA (ACTIVATED MODE) 








Jergingha summons a set of te entacles to try and crush the heroes before the 


ы ыы ш 


fight can get st ied Counter this with a Wonder-Punch. With the preemptiv 
The mind that controls the GEATH-Wahksay, and supreme attack blocked. Wonder-Red 
overlord of the GEATHJERK Federation, Jergingha intends to time. 

crash the entire machine world directly into the Earth, en suring 

the complete annihilation of mankind and a Pyrrhic victory for 

the Jerks. However, this mastermind refuses to leave anything to 

chance and has taken up arms to be certain that the Wonderful 

100 will not be able to interfere. 


m 


orders the team into Unlimited Form, one last 
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It's not enough to destroy one blue orb; you need to access the others cur ЖШ 
being protected by the armor at Jergingha's base, To access them, you zd 
fall back to the opposite side of the arena and pry open an access hatch 
Unite Claw, then use Unite Hand on the valve there to twist Jergingha’s tes 
enough to reveal another blue orb, which you must then destroy. Note that 
access hatch over the valve will close after a short period of time, ensuring tli 


you'll have to repeat this process multiple times to destroy all the blue cr 
























Throughout all this, more tentacles will try to show up and stop Г 
focusing primarily on defending Jergingha or the valve. Again, it is 86 
recommended that you put down these threats immediately The longer fe 
allowed to stick around, the more troublesome they can become as thes 
progresses. 


Your target throughout this fight is the large blue orb at Jergingha's base. 
However, your first order of business should be to eliminate the tentacles 
defending Jergingha. There are six ports that tentacles will deploy from 
surrounding the arena, with an arsenal that mirrors what you saw the Ohdarko 
capable of wielding. Unfortunately for these tentacles and the blue orb, a 
200-һего Unite Hand utterly wrecks them, even on 101% Hard (though you'll 
have to land more hits on that difficulty to be sure). Of course, you may not 
nave the Unite Gauge to always be able to summon such destructive power, 
particularly it you're low on Wonderful Cake's To Go. You can counter the 
following tentacles attacks with specific Unite Morphs: 








үт ыыы. 
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Laser Tentacles: Reflect with Unite Sword 

Chainsaw Tentacles: Wonder-White will signal to counter with Unite 
Claw 

Electroshock Tentacle: Absorb shock with Unite Sword 

Ohrowchee Tentacle Flamethrower: Absorb with Unite Hand 
Ohrowchee Tentacle Jelly Bomb: Slice jelly bombs with Unite Sword 


It is simply faster to destroy the tentacles with a full-powered Unite Hand, but 
at tne least you do have options should a tentacle start attacking. With the 
defenses wiped out temporarily, focus your efforts on destroying the blue orb 
at Jergingha's base. 


Once you destroy all of the orbs, Jergingha is exposed to your wz 
camera view changes to face the brain head-on. While you continue ta gw 
Jergingha, more tentacles will continuously attack from the two сосе ma 
and the brain will fire a powerful eye laser that you can reflect with Linge 
For this section of Phase One, we do recommend sticking to the UnmeS 
just to be ready to handle the laser when it inevitably comes. 
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WALKTHROUGH 





Atter beating the remaining health out of Jergingha, an artillery barrage 





takes out the floor beneath you, sending the fight down to a lower level. On 
the way down, you'll collect a Hero Heart Fragment. Jergingha will begin a 
lengthy round of taunting and exposition while you hald off waves of enemies: 








two Diedough-Goo, followed by two Dahkarts, then a Megang, and lastly a 






Hah-Gonay If you can get through all of these enemies before the plot 






bombs from Jergingha stop falling, you'll earn a tidy little Q-Parts bonus, and 






another round of enemies will begin to spawn in, starting once again with two 






Diedough-Goo. However, once the conversation ends, the next phase of the 


Dattie begins. 
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GEATHJERK ENCOUNTER: WONDER-JERGINGHA 












Wonder-Jergingha has three parts of his "body" that have individual health 


meters: the mask, left hand, and right hand. The basic premise of this fight is 


тем", LII e ы 






to use whatever means are at your disposal to drain the health of one of these 





parts, which will cause a stun, causing Jergingna to collapse to the platform 


and giving you precious seconds to do real damage to the brain before he 


recovers. The damage you do to his individual parts does not count as damage 








+ 


to the brain itself and will be reset after recovering from a stu 






Wonder-Jergingha has multiple attack modes that you will have to dea 





with, and you'll definitely be seeing them multiple times before you deal enough 
damage to put an end to the fight. 






Using technology from beyond this time period, Jergingha dons 
а Wonder-Mask of his own and gains powers that replicate those 
of the Wonderful One-Double-Oh. The destructive potential of 
such a twisted fusion of justice and evil cannot be measured by 
any scale! 


316 





Wonder-lergingha starts off in Fists mode. He will alternate between repeated 
straight punches at the platform, a single fist pound, or a left or right hook. The 
fist pound and the hook punches can be blocked with Unite Guts consisting of 
over 100 heroes; you should ALWAYS try to use this. It will cause a temporary 
stun that lets you get in good damage on that particular limb. However, the 
straight punches directly at the platform (preceded by a red energy field 
appearing where he's going to strike) do not respect Unite Guts at all, so get 
out of the way. However, after several straight punches, one of his fists will get 
stuck in the platform, giving you a chance to pile on some damage. 


| 
| 
| 
| 


While in Fists mode, Wonder-Jergingha can summon a small singularity that will 
pull randomly chosen members of your team inside. To free them, you must 
attack the singularity until it collapses. 


‹ Me 3 Жаа wi 
ma ыта бала buide pnmagames.cor 




















BALL AND CHAIN 
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А somewhat limited attack mode, the Ball and Chain is still very dames 
Айег а Аре кор Wonder-Jergingha will strike the platform тийе 
Оп the final strike, the ball becomes stuck in the ground. This is your da 
ise Uni Mot to tear the ball free from the ground. You can then throma 
at Wonder-Jergingha for heavy damage, potentially causing him to соба 
expose his brain. 






ud 








CLAWS 
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Using a massive replica of Unite Claw, Wonder- иона ill violate wie 


E 


how many laws of physics to carve open a portal to an alternate aie 
jumping inside the newly created rift. This rift will circle around E 
and occasionally a claw will lash out from it. You can put a vemp әш 
to this attack by countering with Unite Claw. Pry open the пй wee 
button mashing and reach inside. You yank e out, 
stunning him and exposing his brain to direct assault. Always try E 
Wonder-Jergingha's claws! 





WALKTHROUGH 






Floating i 





е! Outside of traditional melee ranae, Wonder- Jergingha м = 
a pair of rapid-fire hand howitzers to barra ge the arena. Fortuna 
reflect these shells with Unite бш». 


you can 


SWORDS 






Wonder-Jergingha has his own Unite Bomb that can cover the entire platform, 


deal Пеауу xn and slow you down considerably. TI This can be flur па back OPERATION 9 
into his face with a well-timed Unite Guts. | 


HAMMER 







pm د نے‎ >n LLO 

Wonder -ergingha can pull out à series of swords to initiate two types of д ps е 

ў | summoning a massive hammer, Wonder-lergingha can strike the nlatform and 
attacks, The first is a series of rotati ing slashes that can be dodged with Unite eau. s 
۴ cause three sets of shock waves to erupt in lames in a line from the Impact 
»pring (Hero Time once again proves to be an amazing Custom Block). The | UMEN S 

m EL ES iy | point. Lounter this with Unite Guts if you can. 

second is to pull back from the platform and cha UD a lethal electric shock, 


Fortunately, the shock can't do an ything but enhance your Unite Sword. 







Оп top of all this, Wonder-lergingha is still capable of firing a high-powered 
laser. This can still be reflected by Unite Sword, but you have very little time to 


set up for it once Wonder-Jergingha starts prepping for the shot. 











Once you drain all of Wonder-Jergingha's health, you're prompted to set up the 
grand finale with a Wonder-Punch. 





After a mysterious force intervenes on your behalf, and the Virga 
makes a grand entrance, your team must be gathered from all am 
arena. You have 30 seconds to pull this off! 


г 


—. 





= 











With the team gathered, and the Virgin Victory charging up its mas 3 
Unite Hand one last time, and win. Finally. Geez. 








But after a display of courage from Luka, you get a chance to try once again, 
this time with theme music! Get punched in the FACE, alien scum— 
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PHASE THREE 





A victory is not complete if you're not alive afterward to c celebrate it. The Virgin Victory must now retreat through the bowels of the exploding machine world, and 


you must quide it around the laser ie that are in place to stop you. Occasion Jay the action slows down, giving you a chance to lock missiles onto any stray debris 


r laser emitters to destroy them. You 


ГТ» 











| 

к 

bi 
uo 









WALKTHROUGH 





















| take damage. 











At some point during the chase, an Envan will appear on the scene, charging up 
its tentacles for vicious melee strikes on т. аһ ‘ the Virgin Victory, ай the while 
ou are still trying to evade laser traps. Eventually, despite your best efforts, the 


Envan will grab a hold of the ship. 


But suddenly Vorkken's ship, the Meizerr, joins the action. Freeing the Virg 
es ory from the Envan with a decisive cut-and-take attack, it joins the Virgin 


Victory on the last leg of this journey. You now control the Virgin Victory with the 
Left Stick and the Meizerr with the Right Stick Guide the two wm around the 
laser ian shooting down targets as they appear with homing missiles. Both craft 
nave "e r own health bars to be concerned with, and the Virgin su doesnt 

tan 


y point during this escape. You only need to keep it together tor 


PHASE FOUR 


GEATHJERK ENCOUNTER: JERGINGHA (PLANET DESTRUCTION FORM) 


When Jergingha absolutely must destroy the planet right in front of him, he uses this final form. Designed as a last-ditch countermeasure 
to the growing power of humanity in the event that the GEATHIERK Armada would not be enough to finish the job, this is Jerk technology 
at its brutal finest. Bristling with all the combat power that Jerk-matter drives could possibly manage, it would take a miracle, 101 of 
them, to be exact, to stop this personification of vendetta. 


Wow that thing is really, really big. 


л арў E 


Artillery barrages will rain onto the battlefield on a regular basis. Ba 
or block them with a Unite Hammer. 


After the dramatic reveal of Jergingha’s final form, the team returns to the 
Platinum Robo to begin the final, final duel. You must fight your way through | 
a series of barriers, but you can't do that without Unite Morphs. Beat down ЕТЕНЕ a o a 


Finger lasers will rake across the area toward you. Irrelevant. Бе | 


the incoming Gah-Goojins to get your teammates to pilot them, and use your 
with Unite Sword. 


ever increasing power to Unite Hand through the shields lergingha has placed. 
Every shield can be broken once you reach a certain number of allies. If you 
can't punch through a shield, Jergingha will eventually send more Gah-Goojins 
for you to capture. However, while you're still a distance away, he will use a 
variety of attacks to try and stop you. 


gu get closer to be о Jergingl па. һе will start firing spik ked mines oic fe 
. Unite Whip or Gu n them at the shield 
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ven after you take out all of Jergingha’s health, he's far from done, unleashing 


rr! 





With all the shield barriers down, you can start dealing damage directly to 


| Jergingha. Flinging back bombs, or reflecting finger lasers are both valid an absurdly massive barrage of missiles. Counter this with Unite Bomb and 
tactics, but it is faster just to make the biggest Unite Sword or Unite Whip you Wonder-Punch! 


can and use them to strike directly. 
PHASE FIVE 


Ori TPA VA ҒА РА 


— е = E 3 i == : | a * ғ! 
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Кк 112 ج ڪڪ‎ ERG oun 


The battle changes once again. You now can fly around Jergingha, similar to As you fly near his arms and legs, you can expect lergingha to try punching and 
how you fought the Vaaiki inside Vorkken's body, evading his attacks while kicking you, These attacks can be stopped with Unite Guts. 
countering with your own. The initial targets are the glowing cores on his ا‎ | 


forearms and legs. While Unite Hand is indeed harder hitting, Unite Whip or 
Unite Sword are better choices simply due to their potential range, making it 
easier to hit your target, cially Unite Sword's wide horizontal swings. 





Swarms of purple meteors will also fall from above. Unite Guts can aiso taxe 
care of these. As a bonus, you can restore a lot of health if you have Healing 


Guts as an active Custom Block. 


ЕТ) 
ha 


AES Uo Y. 


Jergingha will periodically emit an omnidirectional shock-wave attack: You can Aiter you destroy the final crystal, an amazing cutscene plays out, one 4 
escape this by flying in between shock waves. we refuse to spoil even a tiny bit but that culminates in the use of the еч 
attack Unite Ultra Platinum. Follow the prompt onscreen to unleash 4 

wonderful power. 


Occasionally, Jergingha will teleport a long distance away to grab a huge 
meteor to throw at you. Evade or block this with Unite Guts. ЕЕ 


























с ——–_ tá! | ' i And even THAT is not enough! As the stakes continue to rise, you're ges 
T- Ü ; ' | 2 last symbol to draw on your GamePad. 
Hou db gu MM E gf | ڪڪ‎ —— 
ho NIA T ° ! 


1 М”; | 
| б ҷа нер | 











| 1 
1 | | | | 
| | 
| | | 
| | | | ESTEI 
| — сенаты Re x Se ped | es 
LL d ГЕР: STP 3. || Ts „ш 
CA C En; i 3 a. s | | | қ | c y 
a d — ЧЕ шылық — - = - 1 і سا‎ п ии — = 
че XX LP ға Ға | QUME COE | You have only one final task: protect Earth. Mash that A Dutton as hard = 


с l| 8 | & fast as you сап, and complete Operation 009! 
ШЕТ: А ЕСЕТ. _ A | 





Опсе you destroy the first four cores, a fifth appears on Jergingha's head, 
and he rushes in, committed exclusively to close-range combat. You can Unite 
Guts his punches, but try and steer clear of the green energy bombs fired 
тот his forehead. Now that Jergingha is so close, Unite Hand becomes a very 
good morph to rely on just for the sheer damage output. It does put you in 
prime range for the energy bombs, though, and those can't be stopped with 
Unite Guts, 
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EPILOGUE 


MEDAL REQUIREMENTS 





"2G 3n 
Шың 0: зм 
0:25 0:30 
Тіте 0:20 0:25 
0:20 0:25 
0:20 0:25 


ELEMENT PLATINUM GOLD SILVER BRONZE 


Aor 
u 50 
П-Б 
Ма лы 
as ағ 
ша 


0:40 


0:40 


ENEMIES PRESENT (ALL DIFFICULTIES) 


None 





















VERY EASY 

EASY | 
NORMAL 

HARD 

10195 HARD 








Its easy to miss, but don't forget to pick up GEATHIERK File No. 52 
the second compartments full of students. You can find it next to Бе @ 
separating your starting location and the second compartment, 

































| Mirroring the actions of his teacher, Luka must dash through | a 
41 two bus compartments, rescuing 20 students and getting them TEE óc à рны Á—Á Хе Ара | 
1 to safety. Now make for the front of the bus. You'll have to cross over the roe X 
| compartments, but you will drop back inside compartment 9 eventual 
forget to pick up GEATHIERK File No. 53 when you get there. 
MEDAL REQUIREMENTS 
| 0:05 0:10 | 0:15 0:20 | VERY EASY 
- 0:05 0:10 0:15 0:20 ЕА5Ү 
Тіте 0:05 0:10 0:15 0:20 NORMAL 
0:05 0:10 0:15 0:20 HARD 
0:05 0:10 0:15 0:20 101% HARD 
0 100 200 300 VERY EASY 
0 100 200 300 ЕА5Ү 
Damage 0 100 200 300 NORMAL 
0 100 200 300 HARD 
Ü 100 200 300 101% HARD 
ENEMIES PRESENT (ALL DIFFICULTIES) 
Dough-Goo x6, Chew Dough-Goo 

i 
% 
! 
j 
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Ав you cross through compartment 9, the GEATHJERK attempt to ambush you. Ignore them and keep moving forward until a 


Cough-Foon forces Luka to make a dramatic transformation, becoming the mighty hero Wonder-Goggles! 


>© ; 
12001247334] 





Landing on compartment 7 at the end of Mission 2, youre 
thrust immediately into another battle. Wonder-Goggles uses his 
headgear to fire powerful but extremely short-ranged lasers, but 
it should be more than enough for the enemies at hand. 


MEDAL REQUIREMENTS 
: GOLD SILVER BRONZE 





‘ELEMENT PLATINUM 















0:30 0:40 050 1:00 МЕКҮ EASY 
30 0:40 0:50 1:00 EASY 
Time 0:30 0:40 0:50 1:00 NORMAL 
1:30 1:40 1:50 2-00 HARD 
1:30 40 1:50 2:00 101% HARD 
30) 20 i 5 VERY EASY 
30 20 0 5 EASY 
Combo 45 AD 30 20 NORMAL 
55 50 40 30 HARD 
55 50 40 30 10175 HARD 
0 100 200 300 VERY EASY 
0 100 200 300 EASY 
Damage Ü 100 200 300 NORMAL 
Ü 100 300 500 HARD 
100 300 500 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Dough-Goo x3 


Wave 2: Dough-Goo x3 


ENEMIES PRESENT (HARD-101% HARD) 
Wave 1: Dough-Goo x3 
Wave 2: Diedough-Goo 


The second wave on higher difficulties is replaced by a 
Diedough-Goo, and it's here that Wonder-Goggles' ability shows 
its key weakness: It's relatively slow to fire, and the hero recovers 
slowly from each shot, which gives the Diedough-Goo plenty of 


time to smack you around. 
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In the aftermath of Mission 3, the bus sustains multiple artillery barrages. Fortunately, Wonder-Red and Wonder-Blue arrive on the scene, along with the тет 
of the team. Just like in the Prologue, you'll need to survive a leap off the bus to meet with Wonder-Blue, climb back aboard the bus with Wonder-Red's Une 
папа, and cut apart a flying car with Wonder-Blue's Unite Sword. 























MISSION 4 


d E m ШШ MEDAL REQUIREMENTS 
ЕЕ ТЕ T Ë | ЯК " 





ELEMENT PLATINUM GOLD SILVER BRONZE 


| 1:00 1:20 | 140 2:00 
| 23.2 1:00 1:20 1:40 2:00 ЕА5Ү 
CMM Дәл > атақта | Time 1:00 1:20 | 140 | 200 | NORMAL 
Draw an infinity sign 4:20 500 | 5:30 6:00 | HARD а 
nee m + 4:30 500 | 5:30 6:00 101%НА _ 
000 800 500 400 VERY EAST 
1500 1200 | 800 500 EASY 
Combo 2000 1500 | 1000 500 NORMAL 
000 5000 | 2000 |500 | HARD _ 
7000 6000 | 3000 2000 | 10195 НА 
Ü 500 1000 2000 | VERY EAST 
0 500 | 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 | 2000 4000 HARD | 
0 1000 | 2000 4000 | 101% HARE 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Dough-Goo x4, Chew Dough-Goo 
Wave 2: Dough-Goo x4, Chew Dough-Goo 


ENEMIES PRESENT (HARD-101% HARD) 
Wave 1: Diedough-Goo x2 
Wave 2: Gedie Dough-Goo 





You shouldn't have much trouble with Dough-Goo or Chew 
Dough-Goo by this point, especially after what you survived 
during the previous large-scale operation. 






HARD AND 101% HARD MODE 


|| G 





| Ж " [7TH 
This can be a tough mission to ЕНШЕ БОЕ. 
Platinum. It's possible to knock | ILD): 
the huge combat machines off | Draw ап infinity sign 
| 1 
the bus, which doesn't hurt them | АЕБ 


and makes you wait for them to 
teleport back onto the bus before 
you can keep fighting. 


54 


= چ | 
+ 


е q Е к 


p ІШ ІШ ІШ 





Back in compartment 4, а blue supply box appears, containing more food 
items. 





Continue forward after completing Mission 4. An artillery barrage will blast 
open the rocitop to compartment 5. Inside is a red supply box with GEATHIERK 
File No. 54. You can also hammer the ground on the side of the debris facing 
the door to uncover some additional goodies, 








Climbing back to the roof of compartment 4, you can head away from where 
you're supposed to go, finding an air-conditioning vent. If you trace the 


ub "т. 


M-shape over these vents, you earn some food, and it activates the air vents 
Use these to reach Wonderful Figure No. 59. 





Crossing into compartment 4, rescue the civilians lying on the ground, then 
fall back to the red supply box to find Wonder-Babe, the youngest of all 
Wonderful Ones. = 








s 





БС, 
Before triggering Mission 5, it is possible to hammer on the first air vent of 
compartment 3, where you find an extra support item. 


Li 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 
2:30 3:00 4:00 5:00 VERY EASY 
2:30 300 | 400 5:00 EASY 
Time 2:30 300 | 400 5:00 NORMAL 
4:30 500 5:30 6:00 HARD 
4:30 5:00 530 6:00 101% HARD 
4000 3000. 2000 100 VERY EASY 
6000 4000 2000 1000 | EASY 
Combo 8000 6000 4000 2000 NORMAL 
6000 5000 | 2000 1500 НАВО 
7000 6000 | 3000 | 200 101% HARD 
0 500 1000 2000 VERY EASY 
0 500 1000 2000 | EASY 
Damage 0 500 1000 2000 NORMAL 
0 1000 2000 4000 HARD 
0 1000 2000 4000 101% HARD 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wave 1: Diedough-Goo x2 
Wave 2: Gedie Dough-Goo 


ENEMIES PRESENT (НАКО-101% HARD) 
Wave 1: Doora х2 
Wave 2: Surey Doora x2 





E 





| 
ІН Е 
== 


The hardest part of this mission is the sheer size of both the 
two Diedough-Goo in the first wave and the Gedie Dough-Goo in 
the second wave. You can still do a lot to contain these threats 
with smart use of Unite Bomb to help set up your offense. It 
can be frustrating because when these units enrage and begin 
rampaging across the bus, your only evasion options are to jump 
over them or to use a well-timed Unite Spring to get on the 
other side of them. It's also possible to accidentally knock these 
units off the bus, which doesn't destroy them, but causes them 
to teleport back onto the bus. This process wastes time and can 
cost you the Platinum ranking. 









ALTE 
HARD AND 101% HARD MODE 






The higher difficulty versions of this mission present a difas 
threat aitogether: the high-speed combat style of the Door ; 
Surey Doora units in a confined space with nowhere to ms 
Liberally apply Unite Bombs to the problem, backed up by = 
Time-enhanced Unite Spring dodges or even Hero Sense ~ 
slower they are going, the better off you'll be while tnana 
fight them. 


ІЛЕ E: T 


| A Lo -ar = 
Œ. BEATA VA VÀ КЁ Ей ҒА VA 
| E 


After Mission 5 wraps up, you can hammer the second vent of comme 
3 to fall back inside the bus. Rescue the civilians here. Among 4 
Wonder-Toy! Additionally, you find the last of the Kankoo-regah pores 
just like in the prologue! 





MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD 






3:30 4:00 4:30 NORMAL 
Time 4:30 5:00 5:30 6:00 HARD 
10:00 10:30 11:00 1:30 101% HARD 
2300 2000 1500 1000 NORMAL 
Damage 3000 2500 2000 1500 HARD 
3000 2500 2000 1500 10175 HARD 


E UE 


ENEMIES PRESENT (VERY EASY-NORMAL) 
Wallgah-Goojin 


ENEMIES PRESENT (HARD-10196 HARD) 
Giga-Goojin 


REWARDS FOR COMPLETION 
Normal Mode: Figure No. 
Hard Mode: Figure No. 53 Wonder-Sister 


117 Virgin Victory 


10176 Mode: Figure No. 104 Wonder-Goggles 





In one of the most evil Kahkoo-regah portal missions of the 
game, only surpassed by the Hard and 10196 Hard versions of 
the same mission, you must fight Wallgah-Goojin without taking 
any damage. Not even blocking damage is acceptable, The 
moment you take any damage, the mission fails. 


Expect to practice a LOT. Wallgah-Goojin has a wide variety 
of attacks that you must handle in specific ways to avoid them 
altogether. Consult page 225 to see tips on how to fight Wallgah- 
Goojin during your original encounter, or check out page 368 
in the GEATHJERK Files section to see a chart of all his attacks, 
along with your available options to dealing with them! 





You've got the same "no damage" requirements as you did on 
the earlier difficulties, but now you face a considerably nastier 
opponent. Giga-Goojin is a whole different level of Jerk compared 
to Wallgah-Goojin. The tells for all his attacks come much faster 
the attacks themselves are faster, and the animations for them 
can easily throw off the timing of your evasions and cause you 
to eat a hit and lose. 





The nastiest thing Giga-Goojin has in his arsenal is the Kaizor 
Diejeah summon. The flying dragon cannot be blocked: you MUST 
cleanly evade all of the flybys it performs. The problem is that 
Giga-Goojin can order perhaps three passes on one summon. 
seven or eight on another, sometimes with passes being ordered 
while Kaizor Diejeah is already in the middle of starting its 
attacks. During this phase of the fight, you must keep an eye on 
Giga-Goojin's arm motions to determine where Kaizor Diejeah is 
attacking from. 


If you can survive this, you're probably already well 
acquainted with everything else Giga-Goojin does, and that skill 
is going to come from a lot of practice. Expect to tank your 
overall mission score while trying this out for your first time: it's 
very easy to lose the fight due to the no damage requirement. 


Consult page 295 to see tips on how to fight Giga-Goojin 
during your original encounter, or check out page 371 in the 
GEATHJERK Files section to see a chart of all his attacks, along 
with your available options to dealing with them! Good luck. 
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When you leave behind compartment 3 and bridge your way over to compartment 2, don't forget you can hammer the second vent of compartment 2 for a М 





ШЕШІ) asae 
ШШШ ІШПЕ 














MIS: 
MEDAL REQUIREMENTS | 
ELEMENT PLATINUM GOLD SILVER BRONZE 

0:30 0:31 0:32. | (33 3 


















0:30 0:31 0:32 | 033 3 
Time 0:30 | 0:31 0:32 | 0338 
0:30 0:31 0:32 033. 


0:30 031 | 0:32 0:33 

70 60 50 40 т 

70 60 50 40 | 
Combo 70 60 50 40 

70 60 50 | 40 № 

70 60 50 49 _ 

0 500 1000 1500 zm ; 

0 500 | 1000 | 1500 ЕШЕ 
Damage 0 500 | 1000 | 150077 

0 500 1000 1500 | 

0 500 1000 1500 - 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Dough-Goo x5 


| | Irem i 






"S Пинск 





Crushing five Dough-Goo underfoot should be а rese 


As you reach the front of the bus, you must save the school by Unite Building | 


a ramp to launch the bus over the campus; then blast it with Unite Goggles کے‎ wol 1 s 


to destroy an oncoming Cough-Foon. Just like old times! However, after the | eem йй - 
triumphant final cutscene plays out and the credits Degin to roll, there's still ране Ен Ims 
fighting left to do. ЖГ e "ru 
IE e O 
The following battles are all truncated versions of events that occurred 2% gm 5” X 
throughout the adventure while the credits continue to play out. You'll be : qx zm uir 
fighting weakened versions of the enemies you faced and will have very limited > 
time during each scenario to finish off your opponents. You're still being 
graded here, so don't get careless even as you bask in your victory! 


rom ER p" mf ПЕ | у раа дын ғ 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 











0:30 0:31 0:32 0:33 VERY EASY 
0:30 0:31 0:32 0:33 EASY 
Time 0:30 0:31 0:32 0:33 NORMAL 
0:30 0:31 0:32 0:33 HARD 
0:30 0:31 (32 0:33 101% HARD 
70 60 50 40 VERY EASY 
i B0 50 40 EASY 
Combo 70 50 50 40 NORMAL 
70 50 50 40 HARD 
70 Ы) 50 40 101% HARD 
0 500 1000 1500 VERY EASY 
0 500 1000 1500 EASY 
Damage 0 500 1000 1500 NORMAL 
0 500 1000 1500 HARD 
0 O 1000 1500 10173 HARD 





ENEMIES PRESENT (ALL DIFFICULTIES) 
Gah-Goojin 











CHARACTER MODELING 
Minoru Kasai 


Masahiro Mune 
72 Keigo Inoue | 
Yon-hee Cho — 


3 Kojiro Takahgeni— — — — — 


| 
| 
| 





Your goal here is to quickly destroy the orbs on the Gah-Goojin's 
forearms. Unite Hand and Unite sword can make short work of 
the orbs. You're not done after taking out the first set on the arm 
you start on; you have to bridge your way over to the next arm in 
order to reach the second set of targets. 









































MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD ‘SILVER BRONZE 
0:30 0:31 0:32 0:33 МЕКҮ ЕА5Ү 
0:30 031 | 032 | 033 БАЯ 
Time 0:30 0:31 0:32 0:33 NORMAL 
030 | 03i | 032 | 033 НАВ 5 
030 | 031 032 033 104% HARD чаштары 
0 40 30 20 VERY EASY 
50 40 30 20 EASY 
Combo 50 40 30 20 NORMAL 
50 40 30 0 HARD 
50 40 30 20 101% HARD 
) 200 1000 1500 VERY EASY 
0 500 1000 1500 EASY 
Damage 0 500 1000 1500 NORMAL 
Ü 300 1000 1500 HARD 
0 500 1000 1500 101% HARD 








ENEMIES PRESENT (ALL DIFFICULTIES) 
Notoriyeah 





CONCEPTUAL BAC 
| KGROUND p 
b а аа A 


Yap Kun Rong 





Yap Kun Rong 
BACKGROUND DE*--———— ———————— 


The Notoriyeah's reactor starts off already firing its energy beams. 
Charge up the biggest Unite Hand you can, get up close, and 
pound away. The lasers will start moving faster, so at some point 
you should take to the air and try to wrap up the fight with an 
air combo. А large enough Unite Hand can finish off the reactor 
before the lasers threaten to damage you. 


Ju om тк ш ә س‎ -m ی‎ e 
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MISSION 10 | 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 





0:30 0:31 0:32 0:33 VERY EASY 
0:30 0:31 0:32 0:33 EASY 
Time 0:30 0:31 0:32 0:33 NORMAL 
0:30 0:31 0:32 0:33 HARD 
0:30 0:3 0:32 0:33 101% HARD 
100 70 40 10 VERY EASY 
100 70 4D 10 EASY 
Combo 100 70 40 10 NORMAL 
100 70 40 10 HARD 
100 ғо 40 10 101% HARD 
0 500 1000 1500 VERY EASY 
0 500 1000 1500 EASY 
Damage 0 500 1000 1501 NORMAL 
0 500 1000 1500 HARD 
0 500 1000 1500 101% HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Chew Dough-Goo x2, Dough-Goo, Tiekuu 











This can be tough to Platinum. Open the fight with the largest 
Unite Bomb you can, in order to destroy the Chew Dough-Goo so 
they can't summon Dough-Goo. Then, reflect a single cannonball 
back at the Tiekuu if necessary It's possible with the right 
positioning to destroy all the enemies with a single Unite Bomb. 
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MISSION 













| MEDAL REQUIREMENTS 
fie ELEMENT PLATINUM GOLD SILVER BRONZE 





0:30 0:31 0:32 0:33 VERY EASY 
| 0:30 0:31 0:32 0:33 EASY 
Time 0:30 0:31 0:32 0:33 NORMAL 
0:30 0:31 0:32 0:33 HARD 
| 0:30 031 0:32 0:33 101% НАР 
| 4 3 2 VERY EASY 
| 4 3 2 i EASY 
| Combo 4 3 2 1 NORMAL 
4 3 2 | HARD —— 
4 3 2 101% HARE: 
0 500 1000 1500 VERY EAST 
0 500 1000 1500 ЕАЅҮ 
Damage 0 500 1000 1500 NORMAL 
0 500 1000 1500 НАВО 
| 0 500 1000 1500 101% НЫШ 


ENEMIES PRESENT (ALL DIFFICULTIES) 
| Wonder-Blue 








< Yui Hosokawa _ 


| Kazutoshi Takeuchi 
| |” Erika Kuga 








The duel with Wonder-Blue is as tough as you'd expect, № vs 
| it be. However, landing a single parry will weaken him te с 
| extent that it'll only take a few blows to end things and set 

button-mashing finale. Don't fail that button-mash event | 
not get another chance to win if you do. | 
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MEDAL REQUIREMENTS 
| ELEMENT PLATINUM GOLD SILVER BRONZE 
| 0 100 200 300 VERY E 
| 0 100 200 300 EASY 
| Damage 0 100 | 200 300 NORMAL 
| 0 100 200 300 | HARD. 
| 0 100 200 300 | 1015 NEIN 


| ENEMIES PRESENT (ALL DIFFICULTIES) 
| Wallgah-Goojin 





| Replaying а section of the escape from Wallgah-Ge жа 
end of Operation 005, you only need to evade his attackes 
seconds. Fly safe! 







MEDAL REQUIREMENTS 
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ENEMIES PRESENT (ALL DIFFICULTIES) 


Laambo, Dough-Goo 


Laambo can easily cost you a Platinum due to how fast his attacks come. However, all you need to do is land a solid hit to get him to 
drop a GEATH-Remote. Grab the remote to convert any Dough-Goo that appear, which will also stun Laambo. Finish him off while he's 


stunned. 


MEDAL REQUIREMENTS 
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ENEMIES PRESENT (ALL DIFFICULTIES) 


Ohdarko 





Returning to the helm of the Virgin Victory, avoid Ohdarko's 
attacks while shooting it until it falls down. Set up Unite Sword 
to absorb its electric attacks and reflect its large beam attack. 
You can't afford to miss your shots too much for this mission; 
if Ohdarko survives after 30 seconds, you'l fail the time 


requirement. 


VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 
VERY EASY 
EASY 
NORMAL 
HARD 

10152 HARD 
VERY EASY 
EASY 
NORMAL 
HARD 

101% HARD 


EASY 
NORMAL 
HARD 

101% HARD 
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EASY 
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HARD 

101% HARD 
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HARD 
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ENEMIES PRESENT (ALL DIFFICULTIES) 


А large Unite Bomb causes heavy damage to the Vaaiki, and 
during that slowdown effect you can charge up a sufficiently 
powerful enough Unite Hand to finish the job in а single punch. 


Vaaiki 


CINEMATIC DESIGN 
Kunihiko Tsud 

Mitsuhiro Kubo 
Tsukasa Oishi 
Masashi Aida 
Eisaku On 


WALKTHROUGH 
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VERY EASY 

EASY | 
NORMAL 
HARD 

101% HARD 

VERY EASY 

EASY 

NORMAL 

HARD 

10195 HARD 

VERY EASY 
EASY 
NORMAL 
HARD 
101% HARD 
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MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER -BRONZE 





0:40 (41 | 04 0:43 VERY EASY 
0:40 0:41 | 0:42 0:43 | EASY 
Time 0:40 0:41 | 042 0:43 | NORMAL 
0:40 0:41 0:42 0:43 HARD 
0:40 0:41 042 0:43 101% HARD 
180 150 120 90 VERY EASY 
180 150 120 90 EASY 
Combo 180 150 120 90 NORMAL 
180 150 120 90 HARD 
180 150 120 90 101% HARD 
0 500 1000 1500 VERY EASY 
0 500 | 1000 150 EASY 
Damage 0 500 | 1000 1500 | NORMAL 
500 1000 1500 HARD 
0 500 1000 1500 101% HARD 
ENEMIES PRESENT (ALL DIFFICULTIES) 
Deah-Kani 


MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE 





0:50 0:51 0:52 0:53 VERY EASY 
0:50 0:51 0:52 0:53 EASY 
Time 0:50 0:51 0:52 0:53 NORMAL 
0:50 0:51 0:52 0:53 HARD 
0:50 0:51 0:52 0:53 101% HARD 
250 200 150 100 VERY EASY 
250) 200 150 100 EASY 
Combo 250 200 150 100 NORMAL 
250 | 200 150 100 HARD 
250 200 150 100 101% HARD 
0 500 1000 1500 VERY EASY 
0 500 | 1000 | 1500 Î EASY 
Ратаде 0 500 1000 1500 NORMAL 
0 500 1000 1500 HARD 
Ü 500 1000 1500 10175 HARD 


ENEMIES PRESENT (ALL DIFFICULTIES) 
Hah-Gonay x2, Megang x2 


The final mission returns us to the scene just before the credits 
roll. Surrounded by two Hah-Gonay and two Megang, open the 
fight with a large Unite Bomb to severely weaken the Hah-Gonay. 
Finish them off quickly before they can defend themselves with 
their armored wings, then switch to Unite Hammer to quickly 
work over the two Megang. Note that Unite Spikes can almost kill 
a Megang outright, which can help finish the battle quickly if you 
catch them trying to use foot stomps on you. 


Congratulations! You've defeated the GEATHIERK invasion decisively! Earth is s 
However, for those who have found all of the portals to Kahkoo-re 
The Wonderful 101. School is still in session. 


+ ГА " rmi. п . x ы, 
Prima Official Game Guide Fe  primagames.com 
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aved, You have "beaten" The Wonderful 101! Do a happy dance if you're = 
gah, the final challenge of Operation 101 openly taunts you for assuming you're a true 



















t» 


nni 





rain 



















ІШЕ 
|: 














Use Wonderful Rising to encourage the Deah-Kani to stand. T: 
cut off three legs with Unite Sword. pry open the back with 

Claw, and enjoy seafood for dinner. If you re fast enough. 
Deah-Kani won't even get to fight back. 


















MISSION: 
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ОРЕКАТІОМ 101 


Representing the greatest test of your skills, 
Operation 101 becomes available after you have 
found all the Kahkoo-regah portals and have 
beaten the game at least once on the Normal 
difficulty. Divided into six parts, Operation 
101 begins with refresher battles that repeat 
the conditions found in Kahkoo-regah portals 
discovered earlier in the game. After Part 
3, though, you'll be up against a variety of 
challenging new scenarios designed to test your 
skills, culminating in one last duel against Prince 
Vorkken. 


Operation 101 only ends when you slog 
your way through all 31 battles found across all 
six parts of the mission. It's as much a challenge 
of your reflexes and skill as it is an endurance 
match. A full run-through can average out to be 
roughly an hour of playtime at least. For players 
interested in scoring the Pure Platinum ranking, 
that means an hour (or more!) of near-constant 


combat against a wide variety of enemies, and 


As with the Kahkoo-regah portals found in 
the Story missions, certain missions in Operation 
101 present additional restrictions to players 
that you must work around. For example, you 
could have a hard limit to how many Unite 
Morphs you can use, you could start with few 
heroes on your team, or there could be a hard 
time limit on clearing all enemies from the room 
or you fail that section. You may even have to 
face multiple variables all at once. 


stack the deck 
somewhat in your favor. Any Custom Blocks you 


Fortunately, you can 


have earned throughout the game can be used 
throughout the Operation. Obviously useful 
Custom Blocks are Hero Time and Hero Sense, 
but by the time you finish the game even once, 
you should have the majority of the Custom 
Blocks in the game at your disposal. Feel free 
to switch blocks in and out, depending on what 
you feel comfortable using against the enemies 


you face! 


WALKTHROUGH 


OPERATION 101 





you can't allow yourself to take a single hit. 


PART 1 





MEDAL REQUIREMENTS 
ELEMENT PLATINUM GOLD SILVER BRONZE ENEMIES PRESENT 
Time 7:30 8:00 9:00 11:00 


Wave 1: Dough-Goo x10, Chew Dough-Goo 


2000 2000 8000 6000 : 
Combo 15000 12 8001 601 іе Chow бін буа беш 


Damage 0 500 1000 2000 
You have two minutes to wipe out both waves of enemies. We 
recommend hitting the first wave with a Unite Bomb the moment 
it appears, just to knock the ten Dough-Goo out immediately The 
second wave can be somewhat problematic, as the three Chew 
Dough-Goo can and will summon Dough-Goo in great numbers if 
they're allowed to live long enough, which drags out the fight. 


ENEMIES PRESENT 
Chew Dough-Goo, Dough Goo 





A simple start to a long war. Using only Wonder-Red, destroy your | 
opposition. Remember, without allies, you don't have nearly as many 
offensive and defensive options. 


MISSION 3 | 





ENEMIES PRESENT 
Wave 1: Hoedown x2 | 
Wave 2: Diedough-Goo | 


With only 14 people on your team, don't expect your Unite Morphs to 
ре the primary focus of this mission. Use the cannons strewn about 
the arena, specifically the green ones. These fire cannonballs that 
can break the Hoedowns' shields and make short work of them. Use 
the same tactics on the Diedough-Goo that follows them. As with the 
previous mission, you have two minutes to get the job done. 


335 
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ENEMIES PRESENT 
Wave 1: Dough-Goo x15 
Wave 2: Chew Dough-Goo x3 


Tou start with a small force, but by using a GEATHIERK Remote that 
the first wave of Dough-Goo appear around, you can significantly 
boost your group. The Wonderful Toilets aro und the arena have more 
GEATHIERK Remotes for you to use, We recommend recruiting the 
Dough-Goo that the second wave of Chew Dough-Goo will summon 
almost immediately, then destroying them. 


MISSION 5 





ENEMIES PRESENT 
Dough-Goo x9, Gehdown x2 


The game tries to fool you into using the beam cannons lying 
around the arena, There's no point to doing this; the Dough-Goo 
and the Gehdowns can easily interrupt your shots. Open the battle 
immediately with the largest Unite Whip you can summon, in order to 
Пр apart the two Gehdowns' armor. If you're fast, you can stun both 
units side by side, and with Unite Sword you might be able to juggle 
both Gehdown to death at the same time. 


MISSION 6 





ENEMIES PRESENT 
Nyerk x2 


Unite Sword immediately reflect the Nyerk lasers when fired, 
and keep to a safe distance so it сап" absorb you. It'd be an 
embarrassing way to end the first part of Operation 101. 












PART 2 


















MEDAL REQUIREMENTS 

ELEMENT PLATINUM GOLD SILVER BRONZE 
Time 16:00 17:00 19:00 21:00 
Combo 35000 30000 25000 20000 
Damage 0 1000 2000 4000 












MISSION 







ENEMIES PRESENT 
Hah-Gonay x3 

























This is where most No Damage runs come to an unceremonious 
end. The three Hah-Gonay have a wide variety of abilities to leverage 
against you, many of which ignore Unite Guts or are difficult $e 
counter with Unite Guts. Consider having the Hero Time and the Here 
Sense Custom Blocks equipped. It it possible to {гү and control ай 
three Hah-Gonay with Unite Bombs while you also go to work wae 
Unite Claw, but it is not а particularly easy thing to pull off. 


MISSION 


ENEMIES PRESENT 


Wave 1: Doora x2, You-Hough хб 
Wave 2: Doora x2 


Kiling the six You-Houghs early will cause the second wave gf 
Dooras to show up, and while four Dooras at once is not complet 
unmanageable, it is a lot harder ta deal with without taking damage 
Ореп the fight up with a Unite Bomb large enough to catch ba 
Dooras as soon as they spawn in. Stun one with Team Attacks whe 
applying smaller Unite Bombs if necessary. Once it's stunned, comen 


it with juggles. Repeat the process with the second Doora, them 
destroy the You-Houghs. 


Alternatively, if you can get both Dooras in both waves close ee 
each other, you can repeatedly drop Unite Bombs at their feet while. 
you Unite Drill Spring through them both. № you have the Dodge. 
Mine Custom Block set up, you'll leave a mine at their feet with een 
Unite Drill Spring you execute. Thi method is relatively safe if к= 
can maintain the Unite Bomb effect on both Dooras AND have them 
run into the multiple mines you're setting up. It is time-consuming 
though. 


MISSION 


ENEMIES PRESENT 
Kuzzler, Hoedown x2 


You can only use one Unite Morph for this mission, Fortunately E 
Kuzzler and the Hoedown both provide the means to take them 
down. Unite Guts the Hoedowns' cannon shots back at them to bees 
their shields, and eventually them. You can also do the same tog 
Kuzzler's missiles and the cannonballs it creates. However, you cam 
wrap à Wonder-Liner around the explosives it leaves behind ж E 
throw them right back at the nearest target. 


There's no reason to use a Unite Morph attack during gg 
mission. Play smart and play defensively. 








ENEMIES PRESENT 


Tumeekey 


With constant applications of small Unite Bombs, you can hit the 
lumeekey even during its shielded spin attack. The Attack Liner 
ability purchased from the Wonderful Mart can also let you deal 
constant damage while the Tumeekey is slowed before you even 
use a Unite Morph ability to attack it, It is also possible to stun the 
Tumeekey with Team Attacks, which will make it easier to shatter the 
base form and go ta work on the individual blocks of the Тш meekey, 


ENEMIES PRESENT 
Wave 1: Vaaiki, Dahkarts (Self-Replicated) x8 
Wave 2: Dahkarts (Self-Replicated) x6 


With only 11 Wonderful Ones on your team and with Unite Hammer 
being the only Unite Morph attack at your disposal, you've got your 
work cut out tor you. You can destroy the Dahkarts (Self-Replicated) 
with а single hammer swing, but the Vaaiki will aggressively contest 
your existence with its various melee attacks and, more dan gerousiy, 
its tail laser that you have no way to counter. Hero Time and Hero 
Sense are both valuable here, though the latter tends to drain your 
Unite Gauge very quickly, and you've got no way to quickly restore 
that here. Still, you need to Stay ahead of the Vaaiki's laser, and this 
is the most reliable way to do so. 


Fortunately, buried throughout the arena are hidden weapons, 
such as the Ankho's chainsword and the Dahkarts Tail. If you have 
the Treasure Sensor installed in P-Star, he'll be pinging anytime 
you get close to an item you can hammer out of the ground. Don't 
try to use the Unite Hammer alone against the Vaaiki; it's too slow 
compared to the weapons you can pull from the ground. 


ENEMIES PRESENT 
You-Hough x6, Surey Doora x3 


This a brutal fight to close out Part 2 of Operation 101. The Surey 
Dooras are fast and dangerous opponents, but you can't ignore the 
six You-Hough orbiting around you. Wipe them out with a large Unite 
Bomb as early as possible. 


It's possible to succeed against the three Surey Dooras using 
e Dodge Mine + Unite Bomb spam tactic, but even in the most 
deal situation, this is putting you right next to three Surey Dooras 
aimost constantly, and they can still hit you even while slowed down. 
Try to stun one with Team Attacks after you've triggered Hero Time, 
compounding the time dilation effect with a Unite Bomb. The sooner 
you can bring even one of these things down, the sooner you can 
make the fight easier to manage. Disable Hero Sense for this mission! 
You need the Unite Gauge for other attacks, and you're better served 
to trigger slowdown through Hero Time. 











PART 3 


MEDAL REQUIREMENTS 





GOLD 





ELEMENT PLATINUM SILVER BRONZE 





Time 17:00 18:00 20:00 22:00 
Combo 30000 25000 20000 15000 
Damage Ü 1000 2000 4000 


ENEMIES PRESENT 
Ankho х2 


You're limited to ten Unite Morphs for this mission, and Two 
Ankho with a small team of 19 heroes can be nightmare-induci пд. 
Fortunately there's a number of supply boxes around the arena that 
contain some very effective weapons. Another possible tactic is to 
use Unite Drill Spring, Dodge Mine, and some hopeful activations of 
Hero Time while you focus on one Ankho. This, of course, puts you 
in range of their spin-slash attacks, which are extremely difficult to 
escape at close range 


ENEMIES PRESENT 
Nyerk x2, Chew Dough-Goo x4 


Tou start this mission with a small team, which makes fighting the 

Nyerks tough because your Unite Sword will be very limited in size. 

if you want recruits, you'll have to take them from the Dough-Goo 

summoned by the Chew Dux ir Unite Spikes can help you 

weaken the Dough-Goo if they charge at you in formation with the 
ем Dough-Goo, 


Of course, throughout all this, the Nyerks will be trying to blast 
you with laser beams if you're far away It's tough to manage the 
Chew Dough-Goo, their reinforcements, and the Nyerks all at once 
One way to make life a bit easier is to eliminate two or three of the 
Chew Dough-Goo outright, recruiting them before they explode, then 
getting more reinforcements from the remaining Chew Dough-Goo. 
Whatever you decide to do, you'll be using Unite Sword for the 
majority of this battle. 


ENEMIES PRESENT 
Orgon x4 

Four Orgon sounds bad on paper, and it's made tougher by your 
two-minute time limit. Your best tactic is to open the fight aggressively 
When all four start swimming through the ground toward you, make 
the biggest Unite Whip possible, and try to hit them all enough times 
that you pull them out of the ground, leaving them stunned. a 
there, switch to Unite Hand and juggle them іп the air. Unite Whip 
can grab and siam a stunned Orgon, but in the time it takes to do 
thal, you can be interrupted by any other Orgon that isn't stunned, 
апа you can deal more damage in a juggle combo than a single slam 
would accomplish, 
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ENEMIES PRESENT 
Vaaiki x2 

You've got 50 heroes on the team, with enough potential recruits 
in the arena to max out your numbers. The two Vaaiki you're up 
against can kill your potential allies before you reach them, though. 
Spend some time early in the fight recruiting reinforcements, staying 
at a distance from the Vaaiki, and staying on the move to avoid their 
lasers. Once you've bolstered your numbers, the Vaaiki don't stand 
much of a chance. Unite Hand wrecks single targets, particularly 
when you've got a lot of heroes in the morph. With Hero Time and 
Unite Drill Spring, you can essentially stick close to a target, keep the 
battle slowed down, and punch the heck out of it until it falls down, 
and you can do all that with near impunity. Don't forget to switch to 
Unite Sword if it looks like a laser will be unavoidable, 


ENEMIES PRESENT 
Die-Rixen, Kuzzler x3 


since you have to beat the game at least once before seeing 
Operation 101, you probably remember all too well how painful this 
battle can be. Start by recruiting as many people as possible from 
the arena, ideally reaching 100. The Die-Rixen will likely run over 
civilians directly in its path, so start with them before they get killed. 


Meanwhile, the three Kuzzlers will make your life completely 
and utterly miserable with their anti-Unite fields. Remember, 
you can throw back any unspiked cannonballs on the ground by 
wrapping à Wonder-Liner around them. Unite Gun can also shoot 
any cannonballs back at your enemies, Whatever you do, you've got 
to take out the Kuzzlers first; otherwise they will continue halting 
your efforts against the Die-Rixen. With them out of the picture, the 
Die-Rixen's life span is measured in minutes. 


ENEMIES PRESENT 
Waves 1-4: Dough-Goo x25 
Wave 5: Diedough-Goo 


You've got a minute and a half to destroy 100 Dough-Goo and a 
Diedough-Goo. Believe it or not, the solution is not a Unite Bomb. The 
time dilation effect makes it take too long for the Dough-Goo to die. 
Stick with Unite Sword and hack away at the hordes. Eventually, the 
Diedough-Goo will appear among the reinforcements, and a switch 
in tactics is recommended. Unite Bomb the Diedough-Goo, stun with 
Team Attacks, and finish it off with a juggle combo, preferably with 
Unite Hand for pure damage output. Afterward, switch back to Unite 
Sword and mop up the Dough-Goo stragglers, if any remain. 








PART 4 















ELEMENT PLATINUM GOLD SILVER BRONZE 
Time 16:00 17:00 19:00 21:00 
Combo 50000 40000 | 30000 20000 
Damage 0 900 1000 2000 — 


ENEMIES PRESENT 
Laambo 












It's Laambo! Being the sport that he is, he shares many attacks 
with the Ankho. Go aggressive on him, using Unite Bombs to slow 
him down, and try to keep him on the defensive. His Dechno-Bo 
can break if he blocks too much, which will put him into a lengthy 
stun. Use that stun to juggle him. Also, keep your eyes open for 
any counter opportunities, which Wonder-Blue or Wonder-White will 
call out. 


T 


You might have noticed that if you've taken any damage from 
Laambo, it's taken a very significant portion of your total health. Part 
4 of Operation 101 is where things step up a notch from where you | 
were in the previous three parts. It's all uphill from here. 


ENEMIES PRESENT 
Hah-gonay, Orgon x2 


The real problem here is the Hah-Gonay, who can and will screw up | 
any of your plans if you ignore it and focus on the Orgon. Remove it | 
from play as soon as possible. Slow it down with Unite Bombs, then 
try to crack its armor to make it vulnerable to juggles. Put it away 
before it becomes too much of a nuisance. | 


Some players might prefer taking down the Огдоп first, as they | 
provide their own special brand of annoyances. If you do, try to de 
so at a range where the Orgon can't intervene with ease. However | 
considering that it can fly and spit fireballs across the whole arena; і 
there's not really a safe spot for such tactics. You'll have to make опе 
with Hero Time and Hera Sense. { 


ENEMIES PRESENT 
Wave 1: Nyerk x3 
Wave 2: Deah-Kani 


The first wave here is the toughest: three Nyerk. They take up a 
sizeable portion of the arena and can frustrate your Unite Sword 
attacks with their explosive slime blobs, their multidirectional spears; 
and their lasers. Try to focus on one target at time, staying at г 
safe distance to help with evading their absorption tackles. You're 
allowed your full-strength team here, so your Unite Sword should be 
extremely powerful and have long range. 


The Deah-Kani that makes up the second wave is a bit less 
demanding. Your usual takedown tactics for these crabs will suffice. 





ENEMIES PRESENT ENEMIES PRESENT 
Laambo, Ankho x2 






Wave 1: Hoedown, Raydown, Gehdown 







Wave 2: Koh-lumeekey x2 This can be a frustrating challenge. Laambo and the two Ankho can | 
Thanks toits spike armor, the Gehdown in the first wave will constantly reach you from quite far away with their sword-thrust attacks. To WALKTHROUGH 
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be a pain in your rear until it's gone. Use а large Unite Bomb early make this fight more manageable, use a combination of Hero Time, 










off the Gehdown while it’s caught in the Unite Bomb effects. Remove each other; use various Team Unite Morph attacks; and even use the 
it from the board ASAP With that done, you can take down the other Wonder-Liner enhanced by the Attack Liner upgrade. Remember to 
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two tanks with your preterred methads. clear out if YOU SEE unblockable Spin-5 ashes coming. 








The second wave throws a pair of Koh-Tumeekeys after 
you. Remember that you can score Unite Guts counters off of their 





hammer and hand attacks, which will scatter their blocks and make 

them extra vulnerable to damage. ENEMIES PRESENT 

Wave 1: Kuzzler x3, Dough-Goo x15 
Wave 2: You-Hough x6 







The biggest challenge of this mission is the three Kuzzler, who pretty 
much exist to make you angry with their anti-Unite fields. Bring them 
down to the ground with Team Attacks, and hit them as hard as you 
can during every stun. They will try to stagger their anti-Unite fields, 






ENEMIES PRESENT 
Wave 1: Dahkarts x2, Vaaiki 









Wave 2: Узак! so deal with them as aggressively as possible. With them gone, any 
The first wave is actually quite dangerous thanks to the Dahkarts’ surviving Dough-Goo, and the six You-Hough in the second wave, are 
and Vaaiki's shared ability to spit acid through each other at you. hardly a challenge by comparison. 






At melee range, both creatures have a fairly extensive arsenal, with 

attacks that ignore Unite Guts. Try eliminating the Vaaiki first, to take 

away the threat of its laser beam, then qo after the Dahkarts. After | 

уои overcome the first wave, à lone Vaaiki will teleport into the arena. | 

but by itself it is considerably less threatening than its brother. ENEMIES PRESENT | 
Wave 1: Diedough-Goo, Gedie Dough-Goo 







Wave 2: Megang x3 







The first wave isn't so bad. Use Unite Bombs to slow down both 
of the big machines, focus on stripping the armor off the Gedie 
Dough-Goo first, the deal with them both as you see fit, The second 





ENEMIES PRESENT 









| Wailtha wave of three Megang proves to be a bit more problematic. Even | 
Walltha fights almost exactly like his brother, which is bad news | with Hero Time, Hero Sense, and Unite Bombs, the Megang can 
for him if you're the sort of player who beats his brother down in make it hard to focus on one target at a time early on, as you'll 
roughly a minute. As always, watch for Walltha to turn red, indicating have to deal with multiple lava geysers. Stay calm and circle around 
the start-up for the unblockable spin-slash (though it is possible to the turtles until you manage to break the armor on at least one of 
Hero Counter it multiple times, if you're feeling particularly gutsy). the Megang during your hit-and-run attacks. At that point, the one 






whose armor you break should be taken out as quickly as possible. 





Р А ВТ 5 It is possible to bait the Megang into foot stomps that you can 
7 counter with Unite Guts, which is the preferred way to stun them: Just 
pay attention to what the other Megang are doing while you focus on 

MEDAL REQUIREMENTS one so you don't take a surprise lava bath. | 







ELEMENT PLATINUM _ : BRONZE 







Time 23:00 24:00 26:00 28:00 
Combo 70000 60000 50000 40000 
Damage 0 2000 4000 8000 | 







ENEMIES PRESENT 
Wave 1: Koh-Tumeekey х2 





Wave 2: Tumeekey | 






Compared to some earlier missions, this is a pretty tame start for | 
а section in Operation 101. Abuse the Koh-Tumeekeys and the 

Tumeekey with liberal applications of Unite Bombs, and shatter their 

various combat forms while they are slowed down either through 

countering with Unite Guts or by doing enough damage to them 

before they can attack in their current form. 














ENEMIES PRESENT 
Wave 1: Surey Doora х2 
Wave 2: Gurry Doora x2 


Wave 3: Surey Doora x2, Gurry Doora x2, 
Doora x2 


© 


| Тһе first two waves provide the usual problems that fighting а 
г pair 5urey Dooras or Gurry Dooras would present. They are fast, 
NH powerful, and versatile foes, trouble even if isolated. 


Where things get really out of hand is in the final wave: two of 
te each variant of Поога warp in. But you can prepare for this, Set up 
E Unite Camp just as the last Gurry Doora dies in the second wave, so 
you can get in a partial overcharge on your Unite Gauge. This allows 
| i | your first move, which should be a Unite Bomb, to cover almost the 
_ entire arena, catching the six Dooras in a single blast, slowing them 
m Gown. Тһе best part is, if you manage to get a lang enough Unite 
| Camp, you'll have some overcharge left over that your next Unite 
M Morph will also be at max power. Some players might like to use a 
maximum power Unite Hammer to deal more damage to the whole 
group via the shock wave. 


Ideally, the enemy is constantly coming after you, almost in a 
line, while you circle the arena, using Unite Bombs to slow them down 
and damage them, while your Attack Liner-enhanced Wonder-Liner 
constantly spears the group, dealing more damage. If you have the 
Energy Converter Custom Block enabled, you also get the added 
bonus of enhanced Unite Gauge regeneration, due to the damage 
you ar& causing, and even health regen! 


What will throw the biggest wrench in this plan is the Gurry 
Dooras. Their ability to drill underground means that they can easily 
avoid the trap described above. Other prablems are the fact that 
both the Gurry Dooras and Surey Dooras have dangerous ranged 
attacks that can come at you fast and from off-screen if they are 
positioned to do so. This is one of the hardest missions in all of 
Operation 101. 





| ENEMIES PRESENT 
Laambo, Walltha 


If you can keep them grouped together, the tag team of Laambo 
and Walltha won't be nearly as threatening as they look if you 
constantly slow them down with Unite Bombs (and Hero Time when 
their attacks are properly evaded). This fight is a lot like fighting 
two larger versions of Ankho. Just watch out for spin slashes when 
fighting up close. 


чч. ba E 
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PART 6 





MEDAL REQUIREMENTS 
GOLD SILVER 
Time 10:00 11:00 12:00 13:00 
Combo | 5500 4000 | 3000 2000 
Damage 0 2000 4000 8000 


ENEMIES PRESENT 
Prince Vorkken, Chewgi 


The last mission in Operation 101 is one final duel (for real this time) 
against Prince Vorkken, Chewgi, and the Guyzoch space pirates. 
There aren't any new attacks to be ready for this time around, but 
it 15 Prince Vorkken and he's not to be trifled with. This is about as 
close to an even match as the game will give you, and he's every bit 
as capable as he was during the third duel, His Unite Morphs will be 
at the peak of their performance, and you will need to be at yours 
in order to fight back, 


Don't forget to leave a lot of space to work with! Avoid getting 
backed against a wall while fighting Vorkken; give yourself some 
options if he's about to do something you can't counter with Unite 
бш. If you need a refresher on Vorkken's abilities and how to deal 
with them, check out his move chart on page 369 of our GEATHIERK 
Files. Other than that, you've seen his capabilities multiple times now; 
he's vulnerable to the same tactics you've used in every previous 
duel. At this point, it's about your ability to execute under pressure- 
Good luck. 


































work similarly to the Story mode's 
chosen difficulty before starting а 
| mission. Rather, you pick to enter a portal that corresponds to your chosen 
difficulty. There are three modes—Easy, Normal, and Hard—and each has two 
paths to "тои в an A path алаа В path. All three difficulty settings start with 
: the A path ready to challenge, but the B paths can only be seen by beating 
the A pains. 


| Functionally, the Wonderful Missions 





| operations, except that you don't set your 





There are some key gameplay differences 
one, drawing a Wonder-Liner in both single and multiplayer does not cause a 
time-dilation effect, which can make fighting faster enemies more challenging. 





n the Wonderful Missions. For 





À new scoring element is figured into your final rank at the end of a mission: 
Q-Parts. You will find O-Parts spread throughout the levels you fight through, 
plain sight, or inside destroyable objects. 








WONDERFUL MISSIONS: 
MULTIPLAYER CHALLENGES 


WONDERFUL 
MISSIONS 


In between missions in a given difficulty, your performance is judged similar to 
how it is during Story mode operations. However, your ranking also influence 
how much bonus time you get in between missions. Bonus Time causes groups 
of civilians and large clusters of O-Parts to appear on the battlefield, which 
will let you boost your O-Parts total for use at the Wonderful Mart or increase 
your team's numbers. 


There is a competitive element to Multiplayer. In addition to all players 
(there can be up to five) being judged at the end of a mission, there is also 
the matter of йе reinforcements. There's only so many civilians to be 
found during and between missions. However, it a player is hit and their team 
is scattered, a teammate may "borrow" the stunned heroes by wrapping a 
Wonder-Liner around them. As you might expect, this isn't the most helpful way 
to interact with your teammates, particularly during a pitched battle. 


At the same time, while there is M tion to be found while playin 
with others, there is also a shared health meter. Don't be һе guy who take 
the last hit that sends everyone to the Nia screen! 


m = 


During multiplayer, your team has по Unite Gauges to manage while in 
combat. Use that to 
Unite Morphs. 


your advantage and unleash the maximum power of your 


COME BACK BETTER PREPARED! 


Your progress at collecting items and abilities in the single-player Story mode 
affects the nature of your arsenal in multiplayer. You Il only have access to 
certain Unite Morphs if you earned them in the main дате, and you'll also have 


the same total health gauge that you did when you last saw it in the single- 
player mode. 
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WALKTHROUGH 
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EASY MODE 


EASY A 


These missions take place in locations found in Operation 001, na mely the suburbs near Blossom City Elementar y and the baseball field, The 
fairly light numbers of enemies at players, making it a good and relatively safe warm-up for what's to come. 


MEDAL REQUIREMENTS 


EASY A MULTIPLAYER 
PLATINUM . GOLD 
















ELEMENT. SILVER BRONZE 








3:00 3:30 
100 50 
3000 4000 







MEDAL REQUIREMENTS 


EASY A MULTIPLAYER 
GOLD 








SILVER BRONZE | 





2:00 2:30 3:00 
5000 2000 500 
2000 3000 4000 
1500 1000 500 
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MEDAL REQUIREMENTS 
EASY A MULTIPLAYER 





ELEMENT PLATINUM GOLD SILVER _ 
Time 2:00 2:30 3:00 3:30 
Combo 8000 5000 2000 500 
Damage 0 2000 3000 4000 
O-Parts 2300 1500 1000 500 





Easy A mission 8 





EASY B 


Taking to the skyscraper rooftops of Blossom City's central district, found during Operation 002, you can expect the heavier and tougher variants of enemies to show 
up earlier. Watch out for ledges that you can fall off, plummeting to the city below. Some battles may require you to bridge small chasms to reach isolated groups of 
SEATHIERK scum, which is a potential recipe for disaster if the enemy has ranged capability and starts trying to shoot you as you cross. 












MEDAL REQUIREMENTS 


. EASY B MULTIPLAYER 
ELEMENT PLATINUM GOLD 


Time 3:00 3:20 400 | — 430 

















Combo 1000 500 100 50 
Damage Ü 2000 3000 4000 
O-Parts 2400 1500 1000 300 











MISSIOR 
Li PRILT 


| MEDAL REQUIREMENTS 









EASY B MULTIPLAYER 
ELEMENT PLATINUM SILVER BRONZE 
Time 200 2:30 3:00 4:30 
Сотһо 8000 5000 2000 500 WONDERFUL 
| Патаде 0 2000 3000 4000 MISSIONS 
O-Parts 4400 4000 3500 3000 





aum. 


MEDAL REQUIREMENTS МОЗ 
EASY B MULTIPLAYER 















ELEMENT PLATINUM _ GOLD SILVER — BRONZE 
Time 1:45 2:00 2:30 3:00 
Combo 8000 5000 2000 500 
Damage 0 2000 3000 4000 
O-Parts 3100 2500 2000 1500 
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NORMAL MODE 


You start fighting on the wings of Strato Port's shuttles from Operation 003. There's a significant falling hazard all around the area, so w 
2 іп this route deserves some particular mention. It places you atop a Notoriyeah, fighting off 


action away from the Strato Port fleet 


NORMAL A 


atch your footing. Mission 


the enemy spawns and killing the central reactor. Mission 3 takes the 


and into the ocean city of Neo Mu, where you engage in a short battle against two very large and angry Ankho and their allies 


MEDAL REQUIREMENTS 


Im 





MEDAL REQUIREMENTS 





` ELEMENT 





MEDAL REQUIREMENTS 


- — NORMAL А MULTIPLAYER = 
PLATINUM GOL SILVER. 





_ NORMAL A MULTIPLAYER 
PLATINUM 





NORMAL A MULTIPLAYER 
PLATINUM GOLD 
200 — 
5000 
2000 





1:45 2:00 _ 2:30 
8000 5000 2000 

0 2000 3000 
2900 2000 1000 


Em SILVER 


1500 | 1000 


- MISSION 1 | 











BRONZE 


3:45 


500 







BRONZE 


4000 | 
500 











i 


fou start off in the depths of Neo Mu, fending off swarms of You-Hough and eventually encountering a murderer's row of Gehdown and беде Dough-Goo. The fight 
shifts back the Strato Port shuttle feet, specifically its casino rooms, where you'll take on Dahkarts working alongside 
the climax of Earth Defense War 2, where on the command bridge of Earth's 


talls upon your heads. 














NORMAL B 











MEDAL REQUIREMENTS " MISSION 1 
. NORMAL B MULTIPLAYER 
ELEMENT PLATINUM GOLD — SILVER BRONZE 
Time 3:00 3:30 400 .—— 4:30 | 
Combo 1000 500 100 50 | 
Damage 0 2000 3000 4000 
О-Рагі5 2400 1500 1000 500 






MEDAL REQUIREMENTS 


NORMAL B MULTIPLAYER 
PLATINUM GOLD 






ELEMENT 










Time 1:45 | 200 2:30 3:00 
Combo 8000 5000 2000 500 
Damage 0 2000 3000 4000 
O-Parts 5500 4000 3000 2000 


MEDAL REQUIREMENTS 


NORMAL B MULTIPLAYER 
PLATINUM GOLD 





ELEMENT 








Time 2:00 2:30 3:00 3:30 
Сотһо 8000 5000 2000 500 
Damage Ü 2000 3000 4000 
O-Parts 4400 3000 2000 1000 


Megang and Hoedown. The fight returns to 
ast hope, you'll struggle against Hoh-Ganay and Orgon, all while an artillery barrage 











WALKTHROUGH 








WONDERFUL 
MISSIONS 
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HARD MODE 


HARD A 


Brace yourself, as things are about to get serious. The jungles of Operation 005 greet your team at the start of this path, where the tall grass hides hidden fame 
and lethal Dooras. Mission 2 throws you onto a platform surrounded by lava that is spewing chunks onto the sides of the arena, while you fend off Gurry Doorss 


Diedough-Goo, and eventually a Tumeekey. The final battle on an icy platform sends a swarm of Dahkarts and a Deah-Kani, 









MEDAL REQUIREMENTS _ MISSION 1 
HARD A MULTIPLAYER 
ELEMENT PLATINUM GOLD SILVER BRONZE 
Time 2:15 3:00 330 | | 
Combo 1000 500 100 
Damage 0 2000 3000 4000 
O-Parts 3000 2500 1500 500 


while stalactites fall from above: 





MEDAL REQUIREMENTS 


| HARD А MULTIPLAYER 
ELEMENT PLATINUM GOLD . SILVER 


Time 3:15 3:45 4:15 










Combo 8000 5000 2000 500 
Damage 0 2000 3000 4000 | 
O-Parts 2600 2000 1000 500 





MEDAL REQUIREMENTS 


HARD А MULTIPLAYER 
ELEMENT PLATINUM 
Time x00 3:30. 
Combo 8000 5000 
Damage 0 2000 












| 
| 
1 
1 











HARD В 


^t the start of this path, in the courtyard in front of Blossom Elementary, you encounter Koh-Tumeekeys and a squad of all three types of Doora. This immediately 


sets the tone for all of Hard B. The second mission returns you to Vorkken s body, where you start off surrounded by Raydowns able to snipe you from elevated 


positions, while Diedough-Goo, бейе Dough-Goo, and Dahkarts assault from the ground level. The final mission puts you up against a Die-Rixen, with all the 


srepower that comes with it, along with the You-Houghs it can summon to its aid. 


WALKTHROUGH | 






MEDAL REQUIREMENTS 


HARD B MULTIPLAYER 
ELEMENT PLATINUM GOLD 












MEDAL REQUIREMENTS 
HARD B MULTIPLAYER 





WONDERFUL 
MISSIONS 








MEDAL REQUIREMENTS 
HARD В MULTIPLAYER 
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ENEMIES 








THE GEATHJERK FILES 








M 


Laas “АЁ aba ede +! het oll EAR oie see SS зға ا‎ h РРА, | TT T em жа Bm = * 
nis Chapter contains charts that lst all of the attacks every enemy Capable о ngnting will throw you Way, and it SHOWS | you whe at Unite Mo грп can dir actly counter 


these attacks. Knowing exactly what to do against every attack from a given threat will a дме you an enormous advantag 


Pure Platinum ranks that much easier. 


STANDARD ENEMIES 
DOUGH-GOO = 


FIRST ENCOUNTERED: PROLOGUE = E. 
(PAGE 49) ee 


FOOTPRINT 


SWORD CHARGE 
GUN SHOT 


SWORD CHARGE 
GUN SHOT 


CHEW DOUGH-GOO 


FIRST ENCOUNTERED: OPERATION 001-А 
(PAGE 59) 


ITRUCTURE 


COUNTER UNITE MORPH 
PROMPT COUNTER: UMBRELLA 
PSYCHIC CRASHER (RUSHING TACKLE) 
KICK 
CHARGED PUNCH 
TEAM ATTACK: TRIANGLE CHARGE 
TEAM ATTACK: OMNIDIRECTIONAL 
THROW WITH - GRAB WITH . UNITE GUN - 
WONDER LINER? — WHIP — SUCTION? | 
PSYCHIC CRASHER (RUSHING TAC CKLE) 
KICK 
CHARGED PUNCH 
TEAM ATTACK: TRIANGLE CHARGE 


TEAM ATTACK: OMNIDIRECTIONAL 





де over the GEATHIERKs, making scoring those СИН 


ОИСОМЕВЕР 


POWER 
PEED 


миром 


ВА "B R QUOTIENT 


PEED 


WHOM 


DANGER QUOTIENT B 


` UNITE HAMMER NAGINATA 


Block? FLATTEN? 


` CANBE SHOCKING 
STAGGERED? | RED? 


WEAPON 


al 
Іі» 
i 





YOU-HOUGH 


FIRST ENCOUNTERED: OPERATION OOI-B 
(PAGE 81) 





vitio 


DANGER QUOTIENT 


E 


ғол 


15% 


COUNTER UNITE MORPH -UNITE HAMMER 
PROMPT COUNTER UMBRELLA 
VULCAN CANNON х No damage 
CHARGE 10+ people 
VULCAN CANNON (RED UFO) 
BLADE CHARGE (RED UFO) 
uy  THROWWITH GRAB WITH UNITE GUN > Wt 
x WONDER LINER? WHIP SUCTION? 
VULCAN CANNON 


CHRIS x. 3 Heroes XE Hae. | Handgun and 


VULCAN CANNON (RED UFO) (When stunned) Р | rocket launcher 
BLADE CHARGE (RED UFO) 


HAH -МАВКЕЕ | structure 

— Мб 

FIRST ENCOUNTERED: OPERATION 002-A = F. 
(PAGE 99) Foote 


UNITE MORPH UNITEHAMMER ББ МАСІМАТА 
COUNTER UMBRELLA 


LAUNCH MISSILE (HIT MAGLEV) 
MAX CLIMB ATTACK 
zB 


ees THROW WITH = = 
моно  CRABWITH  UNITEGUN WEAPON САН ВЕ 
үн WHIP SUCTION? DROP? STAGGERED? | RED? 


LAUNCH MISSILE (НІТ MAGLEV) 


DIEDOUGH-GOO 


FIRST ENCOUNTERED: OPERATION 001-A 
(PAGE 68) 


“ани 


UNITE MORPH UNITE BOR: 
COUNTER FLATTEN? ЕСТЕ? 


RIGHT PUNCH 
LEFT PUNCH 


HIP PRESS 
KICK 
BACKFIST 
HEAD CANNON 10+ peopie 25 
FLAMETHROWER x Charge with hand 
ANGER COMBO x = 
GRAB->THROW Absorption = 
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МАХ CLIMB ATTACK # LAUNCH KERON WIR GRAB WITH 


WONDER LINER? ` WHIP 





RIGHT PUNCH 
LEFT PUNCH 








HIP PRESS 





KICK 






m, 






ы” 8 Heroes (When 20 Heroes қ Diedoughn-Goo 
BACKFIST 10 Heroes (When т | Мен Rocket launcher | 2900150200 Жн о 
С i stunned [When stunned) Arm (With Guts] 






stunned) 


HEAD CANNON 
FLAMETHROWER 






ANGER COMBO 






GRAB--THROW 










GEDIE DOUGH-GOO рии: = DISCOVERED 


FIRST ENCOUNTERED: OPERATION 002-A a 2 ee o, 
(PAGE 105) О ا‎ 2 (д а <Я POWER 


11433» 


WHDOM 


UNITE MORPH UNITE HAMMER NAGINATA 
COUNTER UMBRELLA BLOCK? 


RIGHT ORILL FUNCH 






LEFT DRILL PUNCH 









JUMP DRILL ATTACK 






KICK 10+ people -- - х а 
BACKFIST 


LAUNCH BOMB FROM THE 
HEAD-NORMAL SHOT (BURST) 


FLAME RADIATION FROM THE 7 а 

HEAD | js 
ANGER COMBO 
GRAB->THROW 


SPHERICAL OBJECT 
TRANSFORMATION ROLLING x — — — x 
SPIKE ATTACK 


Tee ee ee 










10+ people - — X (Тот the side) Destroys ammo x 2 

























GRAB WITH UNITE GUN WEAPON CAN BE SHOCKING 
WONDER LINER? WHIP SUCTION? DROP? STAGGERED? RED? 





RIGHT DRILL PLINCH 
LEFT DRILL FUNCH 








JUMP DRILL ATTACK 






KICK 






BACKFIST 








LAUNCH BOMB FROM THE Ó | жү е с 
HEAD-NORMAL SHOT (BU RST) 10 Heroes (When & Heroes (Wher (Whar Rocket launcher Dounh-Gao With Guts a 
Li PC La | c sturned) ОН. РАСЕ crier LL Jj LU A or Mi st Be 
FLAME RADIATION FROM THE stunned) TN stunned) Arm лсе 





HEAD 







ANGER COMBO 






GRAB->THROW 


SPHERICAL OBJECT 
TRANSFORMATION ROLLING 
SPIKE ATTACK 






ы 
ы 
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HOEDOWN 


FIRST ENCOUNTERED: OPERATION 001-А 


(PAGE 64) 


CANNONBALL SHOT 
DASH 10+ people 
JUMP AND STOMP 


ID ребе 


10+ people 


CANNONBALL SHOT 
DASH 
JUMP AND STOMP 


FIRST ENCOUNTERED: OPERATION 


001-В (PAGE 77) 


CANNONBALL SHOT 
DASH 


LASER 
CANNONBALL SHOT 
DASH 


JUMP AND STOMP 


| TE. 
Unite ls 


ШАШ ке 


ITRUKTURE 


= “tm 


FOOTPRINT 


UNITE HAMMER 


UMBRELLA 


шы 
ШЕ 


THROW WITH 
WONDER LINER? 


P ask А 
о пегоеѕ (When 


stunned) 


20 Heroes (When 


SM mined] 


STRUCTURE 


efect with a sword 


Q 
ns 
innen 


Stunned | 


X [tram the side) 


pee Pe ыы. 
„апе erect де bits 


an Hernia 
Lr ёш r erges 


D Hara Г "ir 
t2 ТИЕ ues h ner 


І Ur T 
stunned] (When 


stunned 


DISCOVERED 


POWER 
433% 


WISDOM 


DANGER QUOTIENT 


NAGINATA BLOCK? 


UBI dhs sit 
[ТИП Guts аги 


Reflected Cannon Shot 


DISCOVERE 


POWER 
14339 


WIIDOM 


Guard/No damage 


Same effect as Guts 


(With си 
and Reflected 


Lannon Shot) 














GEHDOWN - ome — | DISCOVERED 


FIRST ENCOUNTERED: OPERATION 002-В ү 
(PAGE 113) 2 ا‎ 
FOOTPRINT ia н SPEED 


| E 


pe 2 IN ' WISDOM 


DANGER QUOTIENT 


1 Ё - - 
Р ы à =. € = 
| : 
= 1 ie р | 
е l 
Н Ре 







CANNONBALL SHOT 10+ people 






SPIKED CANNONBALL SHOT : | AN Slides and falls 






DASH (WITH SPIKE SHIELD) 


JUMP STAMP (WITH SPIKE SHIELD) 







DASH (NO SPIKE SHIELD) TOU= people 


JUMP STAMP (NO SPIKE SHIELD) 









THROW WITH  GRABWITH UNITE GUN 
WONDER LINER? WHIP SUCTION? 






CANNONBALL SHOT 
SPIKED CANNONBALL SHOT 






DASH (WITH SPIKE SHIELD) 6 [apike О "НИНИ Па, 20 Heroes Dues ле. 
Armor must be (When Dh ы When AR Spike Cannon perfumes С 
JUMP STAMP (WITH SPIKE SHIELD) removed stunned) stunnec shunned) aunche апо merecter 


r т 
Lannan Shan 






DASH (NO SPIKE SHIELD) 






JUMP STAMP (NO SPIKE SHIELD) 


| 
DOUGH-KUN 
FIRST ENCOUNTERED: OPERATION 003-A 
(РАСЕ 139) 
FOOTPRINT 
WISDOM 
DANGER QUOTIENT | 


CANNONBALL SHOT 







POISON FOG 

ATTACK 
CAMNONBALL SHOT 

POISON FOG 









DAHKARTS 


ITRIKTURE 


FIRST ENCOUNTERED: OPERATION OOI-A 
(PAGE 73) 


LEFT CLAW ATTACK 
RIGHT CLAW ATTACK 


JUMP ATTACK WITH BOTH CLAWS 


ACID BULLETS 
TAIL SPIN 
TAIL STAB 


LEFT CLAW ATTACK 

RIGHT CLAW ATTACK 

JUMP ATTACK WITH BOTH CLAWS 
ACID БІЛІ ЕТ5 

TAIL SPIN 

TAIL STAB 


DAH KARTS (SELF-REPLICATED) 


FIRST ENCOUNTERED: OPERATION 004-A 


(PAGE 167) 


LEFT CLAW ATTACK 
RIGHT CLAW ATTACK 


JUMP ATTACK WITH BOTH CLAWS 


ACID BULLETS 


ATTACK 
LEFT CLAW ATTACK 
RIGHT CLAW ATTACK 
JUMP ATTACK WITH BOTH CLAWS 
ACID BULLETS 
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(because of a wall 


(because of a wall) 


MAX CLIMB 
ATTACK # 


LAUNCH 


` UNITE MORPH UNITE HAMMER 
COUNTER 


UMBRELLA 


COUNTER 
PROMPT 


Same eier as 


Guts 


UNITEGUN WEAPON © 
WHIP SUCTION? 


“КОР? 


THROW WITH 
WONDER LINER? 


ҰТЕШСТОРЕ 


KA 
к 


FOOTPRINT 


UNITE HAMMER 


UNITE MORPH 
COUNTER | 


THROW WITH — GRABWITH UNITE GUN _ 
WONDER LINER? WHIP SUCTION? 





DECOVERED 


POWER 
iPEED 


WHDOM 


DANGER QUOTIENT 


= — 


CAN BE 
STAGGERED? 


POWER 
iPEED 


WHOM 


DANGER QUOTIENT 


im | 

















(eel — DIKOVERED | 
FIRST ENCOUNTERED: OPERATION 003-С feu CER 
(PAGE 153) M". | 


IPEED 


WITDOM 


DANGER QUOTIENT 
E = = — - | 
64% 
ке 
FIM 216 ZAG SLASH = 
FIN SPIN SLASH 
HIGH JUMP = ELECTRIC SHOCK 
RAISE А TAIL 


ELECTRIC SHOCK 


—— = 


ATTACK 


АМ ZIG ZAG SLASH 

FIN SPIN SLASH 

HIGH JUMP - ELECTRIC SHOCK 
RAISE A TAIL 

ELECTRIC SHOCK 


KOH-TUMEEKEY ses - eee 


BETIS 
FIRST ENCOUNTERED: OPERATION 005-А 1 | En EARS 
(PAGE 198) LET | 


FOOTPRINT bot PEED 


ұғ------ 


Whig 


DANGER QUOTIENT | 


UNITE BOMB | 
EFFECTIVE? 


` FLATTEN? 


HAND COMBO 
SWORD—THRUST 
GUN—SHOOT 
WHIP COMBO 
HAMMER—ONE HIT 
CLAW COMBO 
BOMB 
ERUPTION LASER 
SPINNING TACKLE 
THROW WITH С UNITE GUN 
WONDER LINER? WHIP SUCTION? 

HAND COMBO | 
SWORD—THRUST 
GUN—SHOOT 
WHIP COMBO 
НАММЕН--ОМЕ HIT 
CLAW COMBO 
BOMB 
ERUPTION LASER 
SPINNING TACKLE 





un 
un 
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KUZZLER HEUS | ` DISCOVERED | 


FIRST ENCOUNTERED: OPERATION 004-B 4 "T Д 
(PAGE 180) eu а "ema POWER 


FOOTPRINT _ 1PEED 


WISDOM 


DANGER QUOTIENT 8 


VULCAN CANNON 
MISSILE 
CANNONBALL DROP 
CANNONBALL PRESS 
ANTI-UNITE FIELD 
UNITE GUN — WEAPON 
— “SUCTION? DROP? 
VULCAN CANNON 
MISSILE 
CANNONBALL DROP = (with Unite Guts 
CANNONBALL PRESS zi |) | reflected attacks) 
ANTI-UNITE FIELD 


оде е9. — | 7 END TT 


hy 
FIRST ENCOUNTERED: OPERATION 005-А |) ы ае 


(РАСЕ 202) POWER 


FOOTPRINT ; 24 SPEED 
WISDOM 
DANGER QUOTIENT 


DmD 8 


78% | 


COUNTER UNITE MORPH UNITE HAMMER 
РЕОМРТ COUNTER UMBRELLA 





REPEATED SCRATCHING 
JUMP AND KICK 











CLAW ATTACK (ON GROUND) x ai = x (ftom the side) | DEES à E 






4-LEG STYLE: TACKLE 







CRITICAL CLAW ATTACK (WITH BOTH HANDS) 
THROW WITH GRAB WITH UNITE GUN WEAPON С 
WONDER LINER? WHIP SUCTION? 






REPEATED SCRATCHING 
JUMP AND KICK 
CLAW ATTACK (ON GROUND)  nernia 







e^ y mne 
ТЕЛЕК 





4-LEG STYLE: TACKLE 
CRITICAL CLAW ATTACK (WITH BOTH HANDS) 





$ КЕҮ elel’. | NE 


FIRST ENCOUNTERED: OPERATION 005-В nd = — 
(PAGE 213? FOGTPRENT -E 
е f Ў Ar 


y wis Cadet 


1PEEB 


Lo 
DANGER QUOTRNT 


REPEATED SCRATCHING 
JUMP AND KICK 
CLAW ATTACK (ON GROUND) 


LARGE THROWING STAR 
(IN MIDAIR) 


4-LEG STYLE: TACKLE 


CRITICAL CLAW ATTACK 
(WITH BOTH HANDS) 


REPEATED SCRATCHING 
JUMP AND KICK 
CLAW ATTACK (ON GROUND) 


LARGE THROWING STAR 
(IN MIDAIR) 


4-LEG STYLE: TACKLE 


CRITICAL CLAW ATTACK 
(WITH BOTH HANDS) 


GERRY РООКА = 


FIRST ENCOUNTERED: OPERATION 007-A 
(PAGE 266) 


COUNTER UNITE MORPH — UNITE HAMMER 
PROMPT COUNTER UMBRELLA 
REPEATED SCRATCHING 
JUMP AND KICK 
DRILL ATTACK (ON GROUND) 
A-LEG STYLE: TACKLE 


CRITICAL DRILL ATTACK (WITH 
BOTH HANDS) 


DRILLING FROM THE GROUND 


Same effect as Guts 


RUNNING ATTACK 

SIGN —KREPEATED CLAW 
ATTACKS —+ TIGER-LIKE 
RUNNING—+5PIN SLASHES 


UNITEGUN WEAPON : 
| SUCTION? DROP? STAGGERED? 
REPEATED SCRATCHING == 
JUMP AMD KICK 
DRILL ATTACK (ON GROUND) 
4-LEG STYLE: TACKLE 


CRITICAL DRILL ATTACK (WITH 
BOTH HANDS) 


DRILLING FROM THE GROUND 


RUNNING ATTACK 
SIGN—+REPEATED CLAW 
ATTACKS —+TIGER-LIKE 
RUNNING—+SPIN SLASHES 





MEGANG 


FIRST ENCOUNTERED: OPERATION 003-A 
(PAGE 134) 


NECK STRETCHING AND BITING 


STOMP WITH FRONT LEGS (LEFT 
AND RIGHT) 


STOMP WITH HIND LEGS (LEFT AND 
RIGHT) 


TURN AND STOMP WITH BOTH LEGS 
SPINNING AND RISING ATTACK 


BITING THE UPPER PART OF THE 
SHELL 


STOMACH 5ТОМР: 5 FIRE PILLARS 


FOREARM STOMP: 1 FIRE PILLAR 
(LEFT AND RIGHT) 


ATTACK 


NECK STRETCHING AND BITING 


STOMP WITH FRONT LEGS (LEFT 
AND RIGHT) 


STOMP WITH HIND LEGS (LEFT AND 
RIGHT) 


TURN AND STOMP WITH BOTH 
LEGS 


SPINNING AND RISING ATTACK 


BITING THE UPPER PART OF THE 
SHELL 


STOMACH STOMP: 5 FIRE PILLARS 


FOREARM STOMP: 1 FIRE PILLAR 
(LEFT AND RIGHT) 


HAH-GONAY 


` UNITE MORPH 


COUNTER 


Charge with hand 


Charge with hand 


THROW WITH  GRABWITH UNITE GUN — WEAPON 
WHIP 


WONDER LINER? 


10 people Hard 


Елі s zh Қайтара ^ 1j PAE : 
iD attach betore 20 Heroes (When 
Ses EE. ға t i 

ESL ing stunned 


srei 


UNITE HAMMER 
UMBRELLA 


SUCTION? 


"prs | ee ae ee 
ew Tees 


ULM asl 
en Stunned | 


ТВТ 


—" 


E 


FIRST ENCOUNTERED: OPERATION 004-A 


(PAGE 166) 


STOMP (LEFT AND RIGHT) 
JUMP AND STOMP 

HIND TAIL PRESS 

TURN AND TAIL ATTACK 
BITE 

SINGLE FIRE SHOT 
WIDE-RANGE FIRE SHOT 
ROAR 


DRILL SHOT FROM GUARDING 
STANCE 


TAIL PRESS FROM GUARDING 
STANCE 
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COUNTER — UNITE MORPH 
PROMPT 


20-- people 

X = 
Ea m a L i 
ж Lharoe with hand 


x Charge with hand 


ІТ د‎ кеті шыч 
Unite destroyed 


% 


А рУ; а 


FOOTPRINT 


UNITE HAMMER D 
UMBRELLA 


Destrovs amme 


DROP? 


NAGINATA — 


RERED mirt 
BARGER GU 


E 


о 


FLATTEN? 





ЕТІ 
STAGGERED? 


RED? 


Wi DOA 


95% 


UNITE Bors 
EFFECT 





HAH-GONAY, сонтімиғо 


MAX CLIMB 
ATTACK # 


ATTACK un ee 
STOMP (LEFT AND RIGHT} 
JUMP AND STOMP 
НІНО TAIL PRESS 
TURN AND TAIL ATTACK 
BITE 
SINGLE FIRE SHOT 
WIDE-RANGE FIRE SHOT 
ROAR 
BRILL SHOT FROM GUARDING 
STANCE 


TAIL PRESS FROM GUARDING 
STANCE 


LAAMBO STRUCTURE | DISCOVERED | 


> 
FIRST ENCOUNTERED: OPERATION 001-В | нё 4 ERES 
(PAGE 87) EY 4 


FOOTPRINT | A SPEED 


WHDOM 


DANGER QUOTIENT 


UNITE MORPH UNITE HAMMER _ 


PUNCH 
KICK 


JUMP AND STAB 


FORWARD GROUND THRUST 
VERTICAL SLASH 
HORIZONTAL SLASH 

TAIL SWISH ATTACK 

SPIN SLASH 


PUNCH 
KICK 
JUMP AND STAB 

FORWARD GROUND THRUST stunned. 20 Heroes (Wh 


VERTICAL SLASH ris 50+ stunned 
HORIZONTAL SLASH 
TAIL SWISH ATTACK 
SPIN SLASH 





ІШЕ 
іл 
un 
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АМКНО 


FIRST ENCOUNTERED: OPERATION 004-8 
(PAGE 178) 


COUNTER UNITE MORPH — UNITE HAMMER NAGINATA 
PROMPT | R UMBRELLA BLOCK? 






PUNCH 
KICK 










JUMP AND STOMP 
FORWARD GROUND THRUST 
VERTICAL SLASH 









HORIZONTAL SLASH 
TAIL SWISH ATTACK 
SPIN SLASH x em 


THROW WITH GRAB WITH UNITE GUN WEAPON CREE 7 
WONDER LINER? WHIP SUCTION? DROP? STAGGERED? RED? 












PUNCH 
KICK 
JUMP AND STOMP 
FORWARD GROUND THRUST 

VERTICAL SLASH 
HORIZONTAL SLASH 
TAIL SWISH ATTACK 
SPIN SLASH 












CE 5n Macnee: ЙА Efi Harris n-- ИИ 
5шппеп, éU Heroes (When эш Héroes RoCket Ankho 






(1 






30+ Sturined ) (When stunned) auncher Sword 





à Г. 
wis. UESI 














DEAH-KANI 


FIRST ENCOUNTERED: OPERATION 006-A 
(PAGE 234) 





GENERATING BABY CRABS x у == E 
STOMP (WITH ALL 6 LEGS) 
BUBBLE BOMB ч — ж Desires © amemm 


ra 











ACID SFIT x = = EE = ы; 
CROUCHING CRITICAL SCISSORS x Claw at t = x о 
CROUCHING MOUTH LASER x — Reflect with sword 


SCISSOR ATTACK ON HEAD 











RUN AND STOMP 





SQUASH x E = 





MAX CLIMB Launay THROW WITH GRAB ЖН UNITE GUN 
ATTACK # WONDER LINER? WHIP SUCTION? 










GENERATING BABY CRABS 
STOMP (WITH ALL 6 LEGS) 
BUBBLE BOMB 
ACID SPIT 
CROUCHING CRITICAL SCISSORS 
CROUCHING MOUTH LASER 














SCISSOR ATTACK ON HEAD 






RUN AND STOMP 
SQUASH 



























Т Ц м Е Е K E \ ТТІМНТШСЕ le i [£817] 4242] 


FIRST ENCOUNTERED: OPERATION 005-B уле - | POWER 
(PAGE 220) FOOTPRINT E те в ds : IPED 


wrist 


ОА HGER Dmm 


HAND: COMBO 


SWORD: THRUST 
GUN: SHOOT 
WHIP: COMBO 
HAMMER: ONE HIT 
CLAW: COMBO 
BOMB 

ERUPTION LASER 


SPINNING TACKLE 


HAND: COMBO 
SWORD: THRUST 
GUN: SHOOT 
WHIP: COMBO 
HAMMER: ONE HIT 
CLAW: COMBO 
BOME 

ERUPTION LASER 
SPINNING TACKLE 





NYERK кз 


! FIRST ENCOUNTERED: OPERATION 002-B 
| (PAGE 111) 


FORWARD ABSORB 
JUMP ABSORB 


ALL-DIRECTION SPIKE 
ATTACK 


ALL-DIRECTION JELLY SHOT 
LASER FROM THE CORE 
CORE SELF-DESTRUCTION 


GRAB WITH UNITEGUN | WEAPON 
WHIP SUCTION? | DROP? 


FORWARD ABSORB 
JUMP ABSORB 


ALL-DIRECTION SPIKE 
ATTACK 


ALL-DIRECTION JELLY SHOT 
LASER FROM THE CORE 
CORE SELF-DESTRUCTION 





TIEKUU ona ыы | m ` DISCOVERED 


FIRST ENCOUNTERED: OPERATION OOI-B ی‎ ANS ا‎ 
(PAGE 80) тере Q / A POWER 
SPEED 


WISDOM 


COUNTER | Aem 
PROMPT | UNITE MORPH COUNTER 


SPIKED CANNONBALLS (SMALL TURRETS) 


DRILL ARTILLERY BARRAGE 


CANNONBALLS (SMALL TURRETS) 


| ПИ E PONDER HINES? =< WP 
SPIKED CANNONBALLS (SMALL TURRETS) 
DRILL ARTILLERY BARRAGE 
CANNONBALLS (SMALL TURRETS) 


SPIKED CANNONBALLS (MAIN GUN) 


DIE-TIEKUU REE DIKOVERED 


FIRST ENCOUNTERED: OPERATION OOI-B | | 
(РАСЕ 87) Tm | POWER 


SPEED 


WHDOM 


DANGER QUOTIENT 


"m 


NAGINATA BLOCK? — FLATTEN? 


CANNONBALLS (SMALL TURRETS) 10+ people х х | Slides and falls Slides and falls 
DRILL ARTILLERY BARRAGE х х Guard/No damage Guard/No damage 
MAIN CANNON SHOT 


CANNONBALLS (SMALL TURRETS) 
DRILL ARTILLERY BARRAGE 
MAIN CANNON SHOT 








Dama fama 
га ЛПС бате tuge Паца», соп 





DIE-RIXEN EAR DISCOVERED 


FIRST ENCOUNTERED: OPERATION 004-В | 
(PAGE 187) 4 ў POWER 


SPEED 


WHDOM 


DANGER QUOTIENT 


CANNONBALLS (SMALL TURRETS) 


SFIKED CANNONBALLS 
(SMALL TURRETS) 


DRILL SHOT ARTILLERY 
FLAMETHROWER 

CHARGE AND STOMP 

UFO DEPLOYMENT (НАКО/101% 
HARD ONLY} 


т = ИНИН ee 


THROW WITH GRAB WITH UNITE GUN 


LAUNCH WONDER LINER? WHIP SUCTION? 


CANNONBALLS (SMALL TURRETS) 


SPIKED CANNONBALLS 
(SMALL TURRETS) 


DRILL SHOT ARTILLERY 
FLAMETHROWER 
CHARGE AND STOMP 


UFO DEPLOYMENT (HARD/101% 
HARD ONLY) 





Lib 
au 
Li 
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ІНЕ BOSSES 
DIEKUU OHROWCHEE pone 


FIRST ENCOUNTERED: OPERATION OOI-c 


(РАСЕ 89) a. 


FOOTPRINT 239. EA ‘PEED 


WISDOM 


DANGER QUOTIENT 


ИШИП 1 


150% 





Ipctenu Fu е а Ee Г МР 
“RESIO Dy snootng/slica With Sword 
1 =. 









Debris throwing 10+ people -— Destroy by shooting 
VIRGIN VICTORY PURSUIT к : Benp Destroy by shooting 
Bridge «mash x = x 










- " ү imp En Oe - 

Lutscene: COUGH-FOON lase — — Unite Gun 
heen “жы дк гак. Г nu ГИ ШЕ. ЕГА bu | ішінне " 
^Cuon sequence: Destroy CUUGH-FDON held п laws == = UAE iun 









| =й а х "ағ Art 2 
Ё diti ШИС E ! па gg ЕТІ) ПЕН 
г 












| acer Irem the mera th : E. : t url 
-aser Irom the mouth X - Detect with Sword 
1 Hu Er OT тік кім |а 
Head-sla £1 ЫТ ресор Е lI — 
Жары biting X — - 







FIGHTING ON ITS BACK Left-Right Bite Comba 









Unite destroyed, block with provided shield 





















Action Sequence: eye stabb ng == == ІЛЕ Sword 
Action Sequence: Unite Build an вчера] — = E Mite Build 
Bra mim | En т 
Fress using jaw JU people — - 
Laser from the mouth x — Deflect with Sword 
- ілген. “Ыз ЫШ 
FALLING TO THE GROUND = T* | 
aang, critical (from below) x — ?rWonder-Jump 
Biting critical (hack and forth) ж Тг ander! 
bd ІҢ, Елиса! (UALR ad ТӨГІП | a = - Wander-Iumn 
Slash at - Sword - 
Up-close combat — - HA Button "Push' 
GODDESS STATUE TTC WS 
neproguce the arrow = €: *runite Build 





== 





Лат" imir hà 
spit Laambo inte Ме 


VIRGIN VICTORY PURSUIT 





FIGHTING ON ITS BACK 





FALLING TO THE GROUND 







GODDESS STATUE 

















GAH-GOOJIN a с =F 





ж i POWER 
{PEED 


WISDOM 


DANGER QUOTIENT 


Fist pound Пећ hand) 502+ people 









ser (let hand 






ATOP THE ARMS Fist pound (right und 50+ people — 
(OPERATION 001-B) 








55 Shots fro "n the mou ih 





r . 
rst DOLI 






(пеп алап n ГИ mamma 
= Па ggu d ам” DC. р = 













"Mie PARRIRA ғылым & І 
in p- Wf al қ E f ТҮСІ x М ru unte Ru ord {Pets 
Кым НШІ uat Les t L 


LALAH PO НИ 


DIEDOUGH-GOO x 2 





UNTIL HEAD ARMOR 15 
DESTROYED Climb on t and Stomp Ihe Tower 5 IT пепр 


ИШ аат Wa) od 









ГВ 





ri rm rum dH tease; 5AA pee see м А 
ago gn me tower апп use iaser x ca lla actus 
- Li L Е ы 












ерп throwing 50+ peonle = 









ar е 
anser ооло 






Bomb from the chest 


spike bomb fr 






A the РАР A а г 
om the chest x - T 
an TI 






COLI oo 
| ас ket nir Inr r^ Г 
АЗ H-FÜ ЫН ТІ Ц ch Lr Whip سڪ‎ 

t TH UR и 1 


SPIKED HEAD COUGH-FOON critical punch x Gun E 










GEDIE DOUGH-GDO deployment — == 








Wander D 
- 
= Пы - oe 





FINALE Action Sequence: building attack — = 
ant. іа ж. =. 


SLRS ТҰРШЫ: 

















-— Id. - 
c Wonder trie 
T ыз. 


re. 





P mund 


Destroy barrier 






ж 


АТОР THE ARMS Guard/no damage Guard/no damage О Destroy barrier 


2 
а i per түн ats 


(OPERATION 001-В) — Detect ы D T | = 
CHE . шелі Le Е 













Destroy y bar rier 





Destroy barrier 










UNTIL HEAD ARMOR 15 = Ex 5 Е AN 4 
DESTROYED Same effect as Guts Guard/no damage © Destroy barrier ER 









Guard/no 







Slide down 
Guard /n 








SPIKED HEAD 





ТТ 
(Т 
un 





| DIEJEAH К төш | | DISCOVERED 


FIRST ENCOUNTERED: OPERATION ООЗ-С | үү А 5 
ме 


АТТ 
FOOTPRINT a | کے‎ O {PEED 


(РАСЕ 151) POWER 


WIIDOM 


DANGER QUOTIENT 


‚© 


STRUCTURE РЕ | DISCOVERED 
== 

"ЕУ; 

FOOTPRINT ‘PEED 


POWER 


WISDOM 


DANGER QUOTIENT 


=P 









“а! т feb one le is 
ІЗІ CUT (MOM ало Ier! ^ = 
J 


BATTLE 







AN 
ps non ert Far 


H WF ШЕ 


Á r n i 
KETO Seguence-—|IupnsaHn'z | ast {дег 
шк ра 5 951 a's == = | ЕТТІ 
Unite Whip 






14 Unite Sword 





î Uribe Hammer 






Action Seauence—Final Hammer 


сл 
ғ 






ieg. 4 т aa № к 
ы! Button Strike 


FLATTEN? . UNITE BOMB EFFECTIVE? MAX CLIMB ATTACK  — 
ee m : 





аны 







BATTLE 





Same eied as бш 


ыа 
pa 
E: 
" 
n 
tt 
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OHDARKO nre i Zz : | | DISCOVERED | | 


m o£ 
FIRST ENCOUNTERED: OPERATION 004-С v 744 
(PAGE 190) WS 1726 


heh, 


POWER 


SPEED 


S WISDOM 
%. 


FOOTPRINT 


А 


/ №: Shy 2 m A z 


Тоғілзгірг anim rah? aar ot 
өтпестен DOWN (mani ang Ie 


4 
Hame thrower {тїї and left 


UNDER THE SEA Laser (right and left) 


Spike bomb (right and left) 
rmal bomb: explosion (right and left) 
ink jelly Domh 
BREAKING THE STATUE Electro chock 


E3 ur tha (іг шақ Stande 
ISSUING IN uie асе atatu 


m = ЬЬ жені 
ГІЗ, Foy toma 
Ё 4 
if, pon 
ІШЕСІҢ 
Flartrn chark 
a UL Sm 


ON THE VIRGIN VICTORY 1 


amm mm 


ON THE VIRGIN VICTORY 2 


у à 
тігі іа ERG 
al temacie attacks 


ко 5 SUPE ASE 


UNITE HAMMER 
` UMBRELLA? 


x ah 


апе енест аз GUE 


X 


UNDER THE SEA = 


шагага 


атай 
"n j = 
Guard/no damage 


BREAKING THE STATUE 


ON THE VIRGIN VICTORY 1 


— 
inm damane 
dina damage 


ON THE VIRGIN VICTORY 2 = 





WALLGAH-GOOJIN задава — — 
TOP і -— 
352 


FOOTPRINT 





FIRST ENCOUNTERED: OPERATION 005-с 
(PAGE 224) 


WISDOM 


DANGER а UOTIENT 


ЖІТІ 














aft eîra e ar TNE 
Lefi Str ІТ чы” Sway ПЕ ungi [ 
ЕЕ FS = "р 
Right straight О Sway (left/right 
а nook = 
Кігіні hook - 





















| о Sway (left/right) 
Left upper О Sway (left/right) 
ПІ appercut Па x Sway left/righ | 
| PUNCH OUT Laser from the mouth х Sway (lef gh No Na 
Left low kick o jump 
Righ LOW КІСЕ о jump 
беЛесі guard head-butt x sway (left/right) 
Lava throwing o Sway (left/right) E punch 
- eB left/right) or upper punch 
C LOSS Counter 
Lave surfing ёг — 
| 
| 
| 
| 
4 | 
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PRINCE VORKKEN EE | - — 


FIRST ENCOUNTERED: OPERATION 002-А 
(PAGE 101) 


FOOTPRINT н SPEED 


WIIDOM 


DANGER QUOTIENT 


FORMATION 


UNIFY MORPHS 


iym М UE 
Du ШТ, fiae 


КГ 


А D tir а 
= ОЕ ПП Балка 


OTE "uds 4s اف‎ 


DAHKARTS: Single tail sta 
CHEWGI'S MORPHS 


ур‏ ر 


a is d L “1 

П Vue uem жаль 
ІНІНЕН 
LAA ГЕ 


I A1] "ГЫ AN. 
НАНДЫ INA 


THE CLIMAX 


FORMATION 


UNIFY MORPHS 


CHEWSI'S MORPHS 


THE CLIMAX 





mq 
ich 
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VAAIKI 


FIRST ENCOUNTERED: OPERATION 007-B 
(PAGE 272) 





"SITUATION 





| ps villas Bl 
Living bullets Rolling i 
9 ong Destroy by shootin 










lalh; Rapai 
“елу gama x — Destroy by shooting 
ALL-RAHGE MODE All-direction shig к Wave ж Y d 
Charging claw attack (right and left] Rolfing - => 
Critical charge x rum 
Living bullets 10+ people PE 
Drill bomb 
VAAIKI TRAPPED E $ | а = = 
Claw attack (right and lett) 10+ people - 
Tentacles on the back attack x i: 
Living bullets Rolling - Destroy by shooting 







PURSUIT 1ету бото x = Destroy by shooting 
Poauuy DW зр ГН 








Debris from wal р, НЫ 
сы Moestructbe 

Force open chest armor = = ^r Unite Clay 
Hi LE Дн 






ACTION SEQUENCE: Claw attack on ће core = a А Button "Cut 
ESCAPE FROM Drill bomh = 17 Е n : 
= ê Unify Naginata 









ЕН Peel outer shell - m A Button "Finisher" 
Escape tà outside — = tr Unite Whip 
Poison Liquid Shot x 3 x = 
Drill bomb x TUM : 
Abdomen Laser x == [абас with Sward 







Left drill strike 







KEYBOARD 






Glance-back attack (Right) 






Jumping drill attack x = е. 






Stomp оп while enlarged ж = 


TrA Button "Stomp" 





Finish: Wonder Red Stomp 





UNITE HAMMER 


SITUATION UMBRELLA? 


ALL-RANGE MODE 












in 
сз 
E 
TT 
с 
rb 
tri 


VAAIKI TRAPPED 


€ = Шечігау Darrier 


= -- Destroy barrier 
у 





i— 


PURSUIT — — — Ко 






ACTION SEQUENCE: = - = = 
ESCAPE FROM = = N^ 
VORKKEN = 5 



















= — x 
— Defect x о 
= = - > 
— Same effect as Guts x е 
KEYBOARD ڪڪ‎ Same effect as Guts y о " 

— Same effect as Guts x о 10 Негдез 
== Same effect as Guts x е 

Guard/no damage Same effect as Guts X o 





E 
й 





Destroy barrier 


| а= UNITE GUN WEAPON CANBE SHOCKING 
| GRAB WITH W | 
WONDER LINER? WITH WHIP SUCTION? DROP? STAGGERED? RED? 






SITUATION LAUNCH 






ALL-RANGE MODE | 
VAAIKI TRAPPED 
PURSUIT 
| ACTION SEQUENCE: ESCAPE FROM VORKKEN 
KEYBOARD 


















Yes (When Small) 20+ Heroes required | 20+ Heroes required No No No Wise 














GIGA-GOOJIN 


BATTLESHIP PURSUIT 


BATTLESHIP PURSUIT 


BATTLESHIP PURSUIT 


_ SITUATION 


BOXING MID-AIR 


BOXING OVER THE 
SEA 


2 > 
Lema: Longe mio rm 


ATTACK MOTION 


Right straight 
| eft hook 
ght hook 

Right uppercut 

Left uppercut 

Lett backhand How 

Right backhand blow 


Right drill uppercut 


Block and [пите 
ӘКК d NU ШШЕ 

"ИЙЕ | 
Action Sequence: | ixte-Fnrm laser 
ГЕНУЕ |! Біл T EI ы Т BELT. 


"m I Г E т ^ 
snane-style (horizontal | 


Latt br 


= 
Uctopus-styie 
) 


poer AUR EORR Ра 
Uragon-stile 


САН-ЗООИК throw 
JA fu^ "T җн А 
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JERGINGHA (ACTIVATED MODE) 


FIRST ENCOUNTERED: OPERATION 009-C 
(PAGE 313) 
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JERGINGHA (PLANET DESTRUCTION FORM) 


FIRST ENCOUNTERED: OPERATION 009-С 
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ACHIEVEMENT МАМЕ 
We Come in Peace 00 

| Mixing Apprentice 
Mix Master 
Rogue Hera 


Impregnable 


Batting a Thousand! 


| Battery Binge! 


O-Parts Passion! 


| Wonder-liujitsu 


What a Haul! 


Transcendent Teamwork 


Around the World 


Mystic Wonderful Power 
Uniting Black Belt 
Uniting Guru 


Counter Master 
| Nice Try! 


Perfect Driver 
Skyrocket! 
Aspiring Technician 
Master Technician 
Aspiring Morpher 


Morphing Maniac 


Custom Blocker 
Operation Annihilation 
You Can Hole Up, but You Can't Hide 


| GEATH May Cry 
| GEATHIERK Slayer 
Treasure Hunter 


Treasure Maniac 


Figure Hunter 


| Hero Collection 


lunior Stomper 
Full-Fledged Stomper 


Master Stomper 


Database Ace 
Good in Tight Spaces | 
Take It Out on the Other Guys! 


| Can We Take а Day OF? 
| I'm Not Lucky. I'm Special 


Lord of Tight Spaces 


Finders Keepers (Prologue) 


Finders Keepers (Operation 001) 
Finders Keepers (Operation 002) 
Finders Keepers (Operation 003) 
Finders Keepers | Operation 004) 
Finders Keepers (Operation 005) 
Finders Keepers (Operation 006) 
Finders Keepers (Operation 007) 


| Finders Keepers [Operation 008) 
Finders Keepers (Operation 009) 


Fingers Keepers (Epilogue) 


_Shmup to No Good 


Drill of Iran 


| Punch-Out! 
Wonderfully Wonderful Player 
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DESCRIPTION. 





Ride on 5 UFOs. 


Mix 30 times, 


Mix 100 times, 
Wreck 3,000 things. 
Repel 100 Drill Cells with the Unify Naginata. 


Use your bat tc hit away all of the molecular disintegrator shots fired by Die-Tiekuu 


without missing once. 

Collect 1,000 Wonderful Batteries, 

Collect 10,000,000 P in 0-Parts 

Successfully execute Ukemi 100 times. 

Catch 10%, — 

Use the Wonder-Liner to activate Unite Morph 100 times. 
Extend the Liner a total of at least 100 kilometers, 
Regenerate 20 flower beds. | 

Land three types of Unite Morph attacks in a single combo. 
Land 10 types of Unite Morph attacks in a single combo. 
Counter 30 enemy attacks. 


Earn an evade bonus at least 10 times. 


Complete the Maglev stage without taking damage. 


| Use Unite Ball to skyrocket into the air. 


Obtain three skills, 
Obtain all skills, 
Obtain three special Unite Morphs. 


, Obtain all special Unite Morphs, 


Obtain all the Custom Blocks, 

Complete all the secret missions. 

Find all the Kahkoo-regah. 

Complete half the Kahkoo-regah, 
Complete al the Каһкос-гедаћ, 

Plunder hall of the toilet treasures. 
Plunder all of the toilet treasures. 

Obtain half of the total Wonderful Figures, 


_ Obtain all of the Wonderful Figures, 
‚ Obtain a hidden underground item. 


Obtain half of the hidden underground items. 
Obtain all the hidden underground items. 

Obtain ай the Wonderful Files and GEATHIERK Files. 
Use all the pipes in Operation 001-4. 

Recruit а quarreling couple. 

Enjoy all the rides in Operation 002-B as a team, 
Win the roulette in Operation 003-А three times. 
Reach all the hidden areas in Operation 004, | 
Find all the Kahkoo-regah in the Prologue. 


_Find all the Kahkoo-regah in Operation 001. 


Find all the Kahkoo-regah in Operation 002. 


_ Find all the Kahkoo-regah in Operation 003. 


Find all the Kahkoo-regah in Operation 004. 
Find all the Kahkoo-regah in Operatian 005. 
Find all the Kahkoo-regah in Operation 006. 
Find all the Kahkoo-regah in Operation 007. 
Find all the Kahkoo-regah in Operation 008. 
Find all the Kahkoo-regah in Üperation 009. 


_ Find all the Kahkoo-regah in the Epilogue. 
Complete Operation 006 by piloting the Virgin Victory while destroying 170 enemies. 
Complete the Dakkar stage while defeating at least 50 enemies 


Complete a giant-robot boxing match without taking damage, 
Unlock all 100 achievements. 
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APPENDICES 
COLLECTIBLES CHECKLISTS 


These charts act as a collectibles checklist for every Operation in the game that has collectibles. The following collectibles are tracked by this section: Wonderful 
Files, GEATHIERK Files, Hero Heart Fragments, Wonderful Figures, and recruitable Wonderful Ones. These items are listed in the order you encounter them, with 
page references leading you to where you find them in the walkthrough. 


PROLOGUE 


PAGE 48 






OPERATION 001-B 




















OPERATION: PROLOGUE OPERATION: 1-В PAGE 75 
— COLLECTIBLE _ DESCRIPTION PAGE # COLLECTIBLE DESCRIPTION PAGE # 
1. Member No. 26: Wonder-Protessor 1. On the roof of Car 4. 52 1. Figure No. 37; Wonder- 1. Send a Wonder-Liner into the 
S à Schoolgiri window in the marked location. 76 
2. Wonderful File No. 2: P-Star б ен indic 52 i s шасы. = = 1 
Кес e 2, Member Мо. 15: Wonder-Socho | £: "n the bench near the 
_3, Figure No. 26: Wonder-Professor 3. Kahkoo-regah on Normal. 54 Wonderful Toilet, é | 
4. Figure Na. 51 : Wonder-Rabbit | 4. Kahkoo-regah on Hard. 54 жүн No. 61: Wonder- 3. In the Gateha. 78 
5. Kahkoo-regah on 1 3 
5. Figure No. 1: Wonder-Red т арыса 54 4. Member No. 27: Wonder- 4. On the roof before the Wonder- 7 | 
де cob E —! Magician Glider start point. 8 | 
5. GEATHIERK File No. 36: 5. Trace the 6 with the [ 
OPERATION 001-A са сн 3 
« | 6. Figure No. 73: Wonder-Science 6. Kahkoo-regah on Normal, a 1 
OPERATION: 1 -А РАСЕ 56 | 7. Figure No. 99: Wonder-Camera 7. Kahkoo-regah on Hard. | 82 ) 
fm ; — еі B. Figure No. 2: Wonder-Blue ‚ Kah 10 ard, 
COLLECTIBLE DESCRIPTION PAGE # : aie eS | NN 
Я TEES - - 3. In the Yellow Supply Вох, 
1. Figure No. 11: 1. Send a Wonder-Liner into the window in 9. Него Heart Fraament t : ы = 
Wonder-Gamer the marked ipcation. 38 ш uu шыны " 
2. Member No. 28: : пе! : ] 
Wonder-Painter 2, Destroy the car at the marked location. 61 NS а 10. Send a Wonder-Liner into the Ес 
CIN ЕЕ | | бейге. window in the marked location. | 
à 3 
Wonder-Beer ‚ Under the fuel tanker truck. 51 =i I — қ 
егі 11. Member No. 52: Wonder- | 1. Standing in front of the ass o 
4, Member No. 40: 4. In the Mission 3 room. Return after the m | Kabuki stadium with civilians, ЕЕ 
Wonder-Diva bridge breaks. 12. Member No. 73; Wonder- 12. Lying on a bench inside the a6 
5. GEATHIERK File No. 2: 5. Send a Wonder-Liner into a hole under ы | erke stadium on the second foor 1 
Cough-Foon the bridge. 13, Hero Heart Fragment 13. Inside the stadium on the oe № 
6. GEATHIERK File No, 1: 6. Send a Wonder-Liner into.a hole under 4 | second floor. Double jump to get. | 
Dough-Goo the bridge. à 73 
7. Wonderful File No. 3: КҮРТЕ" А 
аги 7. inthe Bue Supply Bor unger e bg | 68 OPERATION 002-A 
8. Figure Мо. 10; 8. Send a Wonder-Liner into the window іп 
MEE кейЫ; iB OPERATION: 2-A PAGE 95 
9. GEATHIERK File №, 3: 9. Send a Wonder-Liner into the window in 65 dita ———Á 
Chew Dough-Goo the marked location. COLLECTIBLE | DESCRIPTION 
10. Mamber Мо 12: E EAT a dna 1. Wonder-Circle around the | 
Vionder-Kunatu 10. Standing with civilians. 67 1. Figure No. 89: Wonder-Toile? starting point. 95 1 
11. Wonderful File No. 1: Е -Hough to | 
Wen der-Red 11. In the Red Supply Вох. 55 _ 2. Него Heart Fragment 3 DOM You-Hough to 97 | 
12. Наше No. 75: 12. іп the Pink бирріу Вах. Backtrack after AES 3. Standing out in the open E 
Wonder-Art obtaining Wonder-Pink. R > Neve MORSE Ct with civî n. s» № 
== ма | 
ن ا‎ Md 13. Kahkoo-regah on Normal. 59 4. Member №. 39: Wonder-Nurse 4. In the Gatcha. LAS 
E mpl Mab: 5. Standing out in the open 
14. Figure No. 82 н z 5. Member Na. 35: Wonder-Makeup with rien | 97 | 
Wonder-Cellphone 14, Kahkoo-regah an Нага, 59 
Е icu 5. Figure No. 70: Wonder-Telephone 5, In the Green Supply Box. 98 | 
15. Figure No. 3: i55 р 1 
Monder-óreen 3 15. Kahkoo-regah on 101% Hard. &9 7. Member No. 34: Wonder-Medicine — 7, In the Gatcha. 97 | 
16. Member No. 36: —— SE 3, .& GEATHIERK File No. 10: You-Hough | S. In the Wonderful Toilet. 38 j 
| Wander-Pátissiére Mi | à FS 3. Figure No. 74: Wonder-Gockwork 9. In the Wonderful Toilet. 103 Е 
17. Метбег Мо, 22: 17. Wondertul Rising with Unite Hand onto " 10. Figure No. 27: Wonder-Magician 10. Kahkoc-regah on Normal. 104 
Wonder-Judo the roof. 70,73 
| 11. Figure No. 72: Wonder-Automobile 11. Kahkoo-regah on Hard 104 | 
18. Hero Heart 18. Wonderful Rising with Unite Hand onto 70.73 | == — 
Fragment the roal. Di 12. Figure No. 4: Wander-Pink Vals ENNIUS 104 | 
19. Figure Мо, 80: 19. In the Black Supply Box. Backtrack after " ! йс 1 
н, ты 7 13. Wondertul File No. 7: B | 
Wonder-Bonsai | obtaining Wonder-Black, ; кзн Nm ledio E 13 | 
20. Figure No. 13: 20. Send a Wonder-Liner into the hole under т oh ier denm — 
Wander-Mallman the bridge. Ч 14. Wonderful File No. 5: Laurence di Send а Wander-Liner "is 
21. Member Na. 16: Nelson the window. pon т done I 
Wonder Guitar 21, Standing with clans on the street. 7 Бекет wei ышкаш, | 
22. GEATHIERK Не №, | 22. Send a Wonder-Liner into the window іп 73 


5: Gatcha 
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| the marked location. 
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OPERATION 002-Б OPERATION 003-B 


OPERATION: 2-B PAGE 108 OPERATION: 3-B | PAGE 141 
DESCRIPTION LL | 1 













в аа 1. mander- imer ВЕ EFORE in ne сд ATHIERK Fj 8 13: The Me нта 1 a the open at the trailing ГЕ 
ЖЕ 4 LS T WA d. LOI ) 42 
water slide is turned on | edge of the wing 
2. Standing out in the open by 2. GEATHIERK File No. 14: бейе 2. Hammer the second platform - 
2 МағҺағ Ма 1: Wonder-Ribti ©, lati Тін Є еп "ds TIERS E Pius: х 146 
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Seo e during the Wonder-lump event 
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; Ries 
4% Ty DU. г ғу, ул 1 
5. Raure Но 4 mes м А E FCATLHEDE E; = т; 3. Hammer а missle part an 
>. Figure мо, 97: Wander-Signal Backtrack after obtaining tid 5. GEATHIERK File No. 9: Tiekuu с er а missile port 148 
Wonader- Va Ich me Fart, 
З Е ТТЕ ате in Ire Г nt the 
Е MemmRer Ы 1 я л Lal ۲ا‎ П" те e. 
Б М Best 100 ^am pr P H аға Ы li m ЁТ INO. 42: ТІ Err т г 3 "m 149 
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Ша - = t, UT, LIEST ВЫШЕ МИРЕ PORTE I. и E A zs АД, -l a 5 
T the ferns whee a Figure 0. 1, HODIGET-OCPH 3. Һалкою-гедап on Normal qu 
üt = Abe E WS 4А "m 
CEATHIERK Esa We Е.Р 8 Wonder-C ircie the fan | after 2. Figure го. 0 Wonder-Matacor 3. kahkoo-regah ап Hard 148 
8. GEATHIERK Fie Мо, 5: Diedough-Goo = 2 110 10. Канке т 
Пе Тегі ты] = / a ГЕН 1 àn 
е terns WEÊ 10, Figure No. 108; Wonder-Gramps m ese Tr 149 
Мағ i 
іы. 
3, Member Мо. 44: Wonder 3 
m T 4 113 
























11. GEATHIERK File No. 4: Hoedow 113 
12. Figure No. 79: Wender-R; 113 
3 mire Айға Db Ulsa das : 
13. Figure No. a We ЇЇ бег: ocaomotrye 113 
14. Figure Na. 107: Wonder-Scarf & жүре TREES 
US Figure la. 107: Wonder-Scari 3 to the door vm 
behind the Gatch ды 
15 1 1n 1 apl - = = 
15. На ure No. 30: Wonder-Bath 116 2. In the Gatcha ЕП 
E RM. Wonder-Painter ami ; іт UL ы “HIE HA Не Мо, 16 
16. Figure №, 28: Wonder-Paintes 16. In the Wonderful Toilet 16 SER ажын 3. In the Wonderful Toilet = 
Gehdown 3 T Tt : 
17 Memhar Ма TA: | ا‎ C in nima 47 In Rash 4 
ҒА PRONG ILL 345; Wor DE-N ӘРІГЕ | in |а саспа 115 x Figu re No 38 Wonder-! nra А "И Em raga Sr mpm ier 
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7. GEATHIERK File No. 4 ey = теш апо 
Wanna nder-Liner into the hole = 
| = тайла ы EE اة‎ 
ЖЕ rb Ja 
8. Member Мо, 24 it in the open with = 
OPERATION: 3-A ых 63 
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798 er the wing. Wonder-Diver т: 
J Fire -Wa E mimi mn EF. эг 
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3 Eara ha T ; 
ға Hammer tha 12. Figure No. 29: Wonder-Chef = 
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1 Ganira Ма 22- Wander |нің 4 рау Ea LT te 
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Member Мо. B: W 2 ой kaj + ЖЕ = 
lember Мо, 8: Wender-Clean 3. On the catwalk with civilians. 132 














7 tangar- 17, In the Yellow Sa "m 
10 GEATHIERX Га Ma 19: A Eee m uer UNE, : ; 1 Hie TW UD -- riri 
J. ӘБІЗІТШЕНІК | ІН РАНЫ P ІШ, mammer or O OT the moving 134 the secret area, 
Hah- saree: box at 18. Me На. 96 18 ith civil 
= T= [ ШЕТЕН ln. vn ІН. nana with civilians in tha secret = 
11. GEATHIERK File No. 11: 11. Send in the Wonder-Liner to the 13? Wonder-M ор area b 
Die- Пани krabas Аја SL = = 
Die-Tiekuu огокеп exvalor, 19 Е No. 64: Wonder- | 
12 Wonder Eila ka % "Р 
2. Wondertul File No, 8 НИ БИР 4 
xh won ы 12 In tha Wandertu Talat 133 mg ang 
Wonder-rink = шаны ыды аны id 3n Wanderhil Ela Mn. 11 
20. Won ondertul Біз We, 11: 
ыз ! е - 13. In the 2539180 "EA Wonder-White É 
13. Member No. 77: Wonder-Movie | 7^ in the ec hallway with 133 Wonder-White 
Стат. 5 21 BÀ ТР наса Haz fi 
уж ا‎ Мо E. à ŠLA (ULE SON ONNE T пай ES E. 
Те | zc as 14. Hammer "Қа unper-carner й | ero Heart F amen dad E 175 
|^. Figure Мо. 86: Wander-Bee Es ullae cs а-а 135 needed. 
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15. Member No. 67: Wonder- 





15. Land on the P on Roulette. 136 





16. Hammer the bottom-corner 








iB Figure No. 12: Wonder-K ungu | ; 135 
HERZ 
САГИ 
17 1 ж) = 
17. Wonderful File No. 9: Wonder- =. —" ез? 
ТЕ 1 A ee alin Pale Бы à 
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18 Г n Me Ai- Шынғағ Тані 4 | : - ym 
8, Figure No. 41; Wonder-Tennis 8. Hammer the wing outside 137 
i a MEE 
ры LE ТЕТІН Tu 
E m Ki wm Rn bs mes ы СЕГО . 
9, Member Na. 20: Wonder-Sniper Mois) 140 
maze 
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Stuck imm tme air vent, 












COLLECTIBLE 
1. Figure No. 55: Wander-Prince 
2. Figure No. 34: Wander-Shopping | 


3. Figure No. 110: Wonder-Future 
4. Figure No, 32: Wonder-Pierrot 


3. GEATHIERK File No, 48: Vijounne 


6. Member №, 17: Wander-Vegetable 


7. Member No. 85: Wonder-Padiock 
8. Wonderful File No. 10: James 
Shirogane 5 ^ 

3. GEATHJERK File No. 18; Envan 
10. Него Heart Fragment 

11. Figure No. 35: Wander-Makeup 
12. Member No. 95: Wonder-Plane 


| COLLECTIBLE 
| 1. GEATHEERK Fle № 22: Ankho 
е | 2, Него Heart Fragment 


3. Figure No. 77: Wonder-Movie 


4. Figure No. 20; Wonder-Sniper 


5. Figure No. 45: Wonder-Flower 
| s. Member No. 32: Wonder-Rack 
77. Wondertul File Мо, 18: 
| Е CENTINEL-Suits 


8. Member No. 18: Wonder-Samurai 
9. Member No. 9: Wonder-Beetle 
| 10. Figure No. 67: Wonder-Gambler 
11. Figure No. 31: Wonder-Fighter 
12. Member No. 98; Wonder-Measure 
| 13. Figure Na. 87: Wonder-Money 


BEL Member Na. 42: Wonder-Musie 


-—-.— — — — === 


15. Hero Heart F ragment 
| 16. GEATHIERK File No. 20: Dough-Kun 
J| 17. GEATHIERK File No. 45: Prince 
— Workken 
| 18. СЕАТНЈЕЯК File No. 21: Orgon 
8 19 Figure No, 9: Wonder-Beetle 
| 20. Figure No. В: Wonder-Clean 


~ £l. Figure No. 7: Wonder-Black 


| 22. Member No. 46. Wonder-Frutt 


iun — 


: 23. Wonderful File No. 12: Immorta 





~ 24 Wonderful File No. 13: 
o Wonder-Biack 
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OPERATION 004-B 


statue is holding. 


section 







РАСЕ 176 
- DESCRIPTION | 

| p Kahkoo-regah on Normal, 
| €. Rahkoo-regah on Hard. 


3. Kahkoo-regah on 10196 

Hard. 

4. In the Black Supply Box. 
Backtrack after obtaining 
Wonder-Black. 

2. Trace the zigzag with the 
Wonder-Liner 

6. Standing behind the 
waterfall. 


7. In the water with civilians. 


8. Hammer the grating by the 
Pink Supply Вок, 
3. In the Wonderful Tolet, 


10. In the north part af the 
roam behind the pillar. 


11. In the Blue Supply Box. 
12. In the Gaicha. 


OPERATION 005-A 







PAGE 194 
= DESCRIPTION 


1. Hammer the large pink 
mushroom. 


2. Ride а You-Hough. 
3. In the Pink Supply Bor. 


4. Wonder-Circle the de 
marked by Wonderful 
Batteries. 


5, Wonder-Cirele near the cliff 
edge at lower-leit, 


Б. In the lava сауа, 


7. Hammer the blue 
mushroom, 


8. Standing on a blue 
mushroom in the middle. 


3. Standing in the grass with 


civilians. 


10. Send a Wonder-Liner inta 
the statue mauth. 


11. Send a Wonder-Liner into 


the statue mouth, 


12. Standing with civilians 


on a side platform. 


13. Send a Wonder iner into 
the Statue mouth. 


Claw climb to the top of 


the statue head. 


| 15. In the Black Supply Box. m 


16. Hammer the gourd the 


17. Trace the shape on the 
ground with the Wonder-Liner. 


18. In the Wonderful Toilet. - 


19. Kahkoo-regah on Normal. 


20. Kahkoo-regah on Hard, 


21. Kahkoo-regah on 101% 
Hard. 


22, Standing on the statue 
arm near the Kahkoo-regah. 


23. Hammer where the water 
gourd used to be. 


24. During the Unite Glider 


primagames.com 


PAGE # 
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18Û 


180 


179 
179 
179 
181 
181 
182 


183 


187 
187 





196 


200 
201 


201 


201 
203 
205 
205 


205 


OPERATION: 5-8 | 
| COLLECTIBLE 
1. GEATHIERK File No. 23: Hah-Gonay 


| 2, Member No. 62: Wonder-Prisoner | 


OPERATION 005-B 


3. Hero Heart Fragment 


4. GEATHIERK File No. 24: Die-Rixen 


5. GEATHIERK File No. 39: Ohdarko 
6. Member No. 21: Wonder-Lunch 


7. Member №. 78: Wonder-Bulb 


8. Figure No. 66: Wonder-Vaodoo 
`9. Figure No. 85: Wonder-Padlock 


10. Figure No. 109: Wonder-Daddy 


11. Member No. 66: Wonder-Voodoo 


COLLECTIBLE 


1. Member No, 48; 
Wonder-Ice Cream 


2. Member Мо, 47: 
| Wonder-Ghost 
| 3. Member Mà. 51: 
| Wonder-Rabbit 


4, Member No. 57: 
Wonder-Dancer 


OPERATION 006-А 
OPERATION: вд | 






РАСЕ 210 
— DESCRIPTION 
1. Hammer one of the circles 
where the lava was falling. 


3. Behind the big rock. 


4, Hammer one of the circles 
where the lava was falling. 


5. Hammer опе of the circles 
where the lava was falling. 


6. Backtrack to this location 
after escorting the statue to 
the wall, Beat Secret Mission 
8 and she will appear. 


7. Standing out in the open 
with civilians, 

8. Kahkoo-regah on Normal, 
9. Kahkoo-regah on Hard. 


10. Kahkoo-regah on 101% 
Hard. 


11, Standing on top of the 
building the statue comes 
put of. 


РАСЕ 229 
DESCRIPTION | 


1. Use Unite Hand on fire to thaw the ісе, 


2. Wonder-Circle the second Whip-hook pillar, 


3. GEATHIERK File No. 


25: Koh-Tumeekey 
&. Figure No. 60: 
Wander-Diver 


7. Него Heart 
Fragment 


| 8. GEATHIERK File No. | 


26: Deora 


9. Figure Мо, 23: 
Wonder-Pirate 


10. Figure No. 24: 
Wonder-Armor 


11. Member Мо, 56: 
Wonder-Pixje 
| 12, Figure No. 59: 
| Wonder-Treasure 


13, Figure No, 95: 
Wonder-Plane 


| 14. Figure No. 103: 
Immor ta 


| 15. Member No. 69: 
Wonder-Treasure 


16. GEATHIERK File 


3. Standing out in the open with civilians. 


4. In the Gatcha, 


5. Destroy the statue. 


6. Hammer the small island where the statue 
was. 


7. Trace the symbol with the Wonder-Liner, 


В. Hammer behind the waterfall. 


3. In the Black Supply Вах. 100-Man Unite 
Ball to reach it, 

10. Wonder-Chain to hidden area. Unite Buld 
the statue. 


11. Standing next to the statue above. 


12, Калкоа-гедаћ on Normal. 


13. Rahkoo-regah on Hard. 


14. Kahkoo-regah on 101% Hard. 


15, Use the gear obtained from Secret Mission 


8 to open the chamber he is in. 


16. Hammer the center of the room where 


No. 40: Wallgah-Goojin | Mission 7 is, 


17, Figure No. 71; 
Wonder-Sailor 


18. Member No. 91: 
| Wonder-Dynamite 


17. In the Red Supply Вох, 


18. Standing on a side platform with 
civilians. 





2. Inside the left statue mouth, 
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OPERATION 006-B 
OPERATION: 6-B - PAGE 241 
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OPERATION 008-A 


OPERATION: 8-А PAGE 276 
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OPERATION 009-А 


| ... COLLECTIBLE 
_1. GEATHIERK File No. 43: Giga-Goojin 


RECRUITABLE HEROES 
LISTING 


These charts list the 100 heroes you can find throughout the main story, with 
page references to direct you to where we mention them in the quide. It does 
300 not include special unlockable heroes, who we cover in the Achievements 
chapter. 






PAGE 298 
DESCRIPTION 









1. In the center of the Envan, 300 


2. Hammer the edge of the 


2. Figure Na. 88: Wonder-Fireworks Кап пәк КАЙ ar Rê mir 


UPERATION 099-В UNITE HAND USERS 




























OPERATION: 9-B PAGE 304 | = = 
— HERO NAME PAGE # HERO NAME PAGE # 
= COLLECTIBLE DESCRIPTION Wo RETE | м | 
| nder-Re 22 Wonder-Locomoti Starter Her 
1. Figure No. 100: Wonder-Antenna 1. Kahkoo-regah on Normal. 307 " E с н B к. : " —— 5 = 
З —Ó = | oncer-Art tarter Hero nder-Mailman tarter Her 
2. Figure No. 33: Wonder-Fixit 2. Kahkoo-regah on Hard. 307 € з | | | Ще 
- А тирро mue : Wonder-Automobile | Starter Него Wonder-Oracle Starter Hero 
3. Figure No. 118; Platinum Robo Hard. p S MSN 307 Wonder-Bath Starter Hero | Wonder-Patissiére 70 
4. Figure No. 19: Wonder-Zombie 4. In the Blue Supply Bax. 306 Wonder-Deer 61 Wonder-Racio | arter Hero 
|_5, Figure No. 84: Wonder-Motorbike 5, In the Yellow Supply Box. 306 Wonder-Beetle | 195 Wonder-Rex Starter Hero 
6. GEATHIERK File No. 35: GEATH- 6. Wonder-Circle the center of T Wonder-Bonsai Starter Hero || Wonder-Schoolgir| | Starter Hero 
Wahksay the fioor. Wonder-Clockwork Starter Него | Wonder-Socho 77 
7. Него Heart Fragment 7, In the Pink Supply Box. 307 Wonder-Diva 53 Wonder-Telephane Starter Hero 
a File No. et: shirogane &. In the Green Supply Box. 307 Wonder-ludo 70, 73 Wonder- Toilet Starter Hero 
Wonder-Kun 57 Wonder-Yeti 250 
3. Wonderiul File No. 22: Platinum 3. Hammer one of the hatches 311 по 5 былды 
Robo А in Mission 5. 
| 4 10. Standing by the Black а 
10. Member №. 65: Wonder-Astronaut ¢ 311 
5 Box. 
— 80080 UNITE SWORD USERS 
, - 11. Wonder-Circle the center 
11. Figure No. 33: Wander-Clown af Mission 5, 310 = = 
12. Figure No. 14: Wonder-Toy ts Haale оре oF Uie 311 p — = коз өзе | 
TS hatches in Mission 5. Мп Wonder-Blue 24 Wonder-Painter 61 
: де. = z 
13. Figure No. 81: Wonder-Tombstone e es open near the 311 Wander Camera Starter Hero Wonder Pirate 154 
———— — — ады : Wonder-Celiphone Starter Hero Wonder-Prince 128 
4 Fi . 78: «В, қ “Гедаһ or аға | t 
14. Figure No. 78: Wonder-Bulb 14. Kahkoo-regah on Normal. 312 Wonder-Death 277 Wander Prolissor 52 
15. Fig . 68: - 5. Kah & H 2 : ; 
3. Figure Na. 58: Wonder-Vender 15. Kahkoo-regah on Hard. 312 Wonder Carine tarter Hero Winder Samica 195 
1G, Figure No. 106: Wonder-Captain 7 goo regat an 10 DR 312 Wonder-Guitar 71 Wonder-Signal Starter Hero 
= i ч Wonder-Kabuki 85 Wonder-Tennis Starter Hero 
| Wonder-Magician 7B Wonder-Treasure 238 
ОРЕВАТІОМ 009-С Wender-Matador 78 Wonder-Voodoo 218 
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5 алд ңі DESCRIPTION | UNITE H AMMER USE RS 
dissi File No. 1. In the White Supply Bax. 313 






Î HERO NAME PAGE # f 


HERÛ NAME 





` 2. Automatically acquired after falling 


2. Hero Heart Fragment 


through to the second platform, Wonder-Yellaw 30 Wonder- Money | ай 
Wonder-Armor 163 Wonder-Rock 196 
Е РІ 10 G U E Wonder-Fighter 140 Wonder-Santa 254 





COLLECTIBLE 


| 1. GEATHIERK File No. 52: The 
| Machine World lergingha 


2. GEATHIERR File No. 53; Wonder- 
Jergingha 





3. Member Мо, 50: Wonder-Babe 


4, GEATHIERK File No. 54: 
lergingha (Planet Destruction 
Form) 


5. Figure No. 59: Wonder-Yang 


6. Member No. 14: Wonder-Toy 


7. Figure No. 117: Virgin Victory 
8. Figure No. 53: Wonder-Sister 
3. Figure No. 105: Wonder-Goggles 
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DESCRIPTION 
1. In the open while gathering 
the kids. 
2. In the doorway just before 
Mission 2 starts. 


3. Backtrack one car after 


recruiting the first civilians. 


4. In the Red Supply Box. 


5. Trace the M shape with 
Wonder-Liner to turn on the 


air vents. 


6. Standing with civilians inside 
acar Hammer the hatch іс 
get inside, 


7. Kahkoo-regah on Normal. 
8. Kahkoo-regah on Hard. 
9. Kahkoo-regah on 101% Hard, 
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Wonder-Fixit 289 
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“PAGE # | 








| HERO NAME ` HERO NAME 

Wonder-Green | 26 Wonder-Movie 133 | 
Wonder-Astronaut 311 | Wonder-Music 200 
Wonder-Cheerleader 113 Wonder-Nurse 97 
Wonder-Chef | 96 Wonder-Pierrot 11 0 E 
Wonder-Clean 132 Wonder-Science 85 | 
 Wonder-Diver 165 Wonder-Sister 168 
Wonder-Gambler 136 Wonder-Sniper 140 —— 
Wonder-Makeun 97 Wonder-Witch 255 | 
Wonder-Medicine 97 Wonder-Zombie 286 











UNITE WHIP USERS UNITE CLAW USERS 





Wonder-Pink 28 Wander-PC 180 Wonder-White 32 Wonder-Measure 200 
Wonder-Hower 149 Wonder-Ribbon 109 Wonder-Antenna 286 Wonder-Mop i 

Wonder-Gaddess 251 Wonder-Sailor 157 Wonder-Dancer 231 Wonder-Plane 187 
Wonder-lungie 278 Wonder-Shopping 116 Wonder-Fruit 204 Wonder-Rabbit 231 
Wonder-Motorbike 282 Wonder-Tombstone 281 Wonder-ice Cream 230 Wonder-Vagetabls 178 
Wonder-Padiock 181 Wonder-Wonderland 110 Wonder-Lunch 219 Wonder-Yana 279 


APPENDICES 


ше 


UNITE BOMB USERS 
HERO NAME PAGES 


Wonder-Black 34 Wonder-Ghost 231 
Wonder-Babe 327 Wonder-Pixie 236 
Wonder-Bulb 216 Wonder-Prisoner 291 
Wonder-Clown 285 Wonder-Yender i28 
Wonder-Dynamite 239 Wonder-Tey 211 
Wonder-Firewarks 287 





WONDERFUL FIGURES AND WONDERFUL FILES 
FOR SECRET CHARACTERS 


These Figures and Files are obtained when the corresponding Secret Characters are unlocked: 


Figure No. 111: Poseman Wonderful File No. 27: Wonder-Jeanne 
Figure No. 112: Wonder-Director Wonderful File No. 28: Wonder-Rodin 
Figure No. 113: Wonder-Rodin Wonderful File No. 29: Poseman 

Figure No. 114: Wonder-Jeanne Wonderful File No. 30: Wonder-Director 
Figure No. 115: Wonder-Bayonetta 

Wonderful File No. 26: Wonder-Bayonetta 


( 
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Important: 

Prima Games has made every effort to determine that the information contains: 

in this book is accurate. However, the publisher makes no warranty, еме 

expressed or implied, as to the accuracy, effectiveness, or completeness es 
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either incidental or consequential, that may result from using the information m 
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FIND ALL THE COLLECTIBLES 


Maps let you find every single important collectible and 
un-lockable Wonderful One 


VERT EASY 
EAST 
NORMAL 
HARD 

101% HARD 
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